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Welcome to the latest issue of Explosive Runes\ 

As you may have noticed, I am not Nimlos. 
Our beloved editor-in-chief has been hit with 
the worst that this season has thrown at him... a 
pressing job that requires most of his attention. 
So I have stepped up to help fill in for this 
issue, easing his mind and allowing him to 
focus on his responsibilities. 

The staff here are singing and dancing in 
madness as some amazing competitions have 
maintained out attention over the last several 
months. There have been mouthwatering posts 
and many awe-inspired moments that have left 
us wanting more. This has mostly been due to 
the profound posts that the newest competition 
DnD Online Games has offered us. 

So with the mesmerizing spell we've been 
under, it was natural for us to follow suit in the 
pages of the magazine and give tribute to the 
bard. That is right, we are going to get flashy 
and captivate your attention with a class that 
isn't as common in D&D as several others are. 

Within the pages you will find the interview 
with Thorsten, another stellar adventure written 
by A.C. Gogolski, a plethora of feats brought in 
by members working with the Book of DOOM, 
and many other great articles to get you talking. 

We've pulled out our writing instruments, 
cleared our voices, and ensured the outfits were 
not wrinkled. It is time for our authors to wow 
you with charisma and well-composed 
deliveries, so sit back and enjoy the story we 
are about to weave for you in this issue of 
Explosive Runes. 

Roll 'em! 

Grogg Tree 




The Crystal Ball 



A Look Into the Future 



Iron DM 

The competition kicked off once again this year, 
this time with Chairman Haga (hvg3akaek) 
taking the lead. Last year's winner, idilippy, has 
returned to try and maintain his crown. This 
has been tough, as fifteen other contestants have 
been working furiously to be called the 
champion. We are over halfway done now, and 
the field is getting thin. Our judges have been 
both harsh and honest, much to the content of 
the audience. Be sure to stop by and check out 
the amazing adventures that have set the stage 
for an incredible finish! 



CSEA 

The Community Supporter 
Exclusive Adventures are going 
strong and only getting better. If 
you're interested in taking part, 
please visit the CS forum. As the 
name indicates, these games are 
available only to Community 
Supporters, which you can find out 
more about down below. 



available only to Community Supporters, which 
you can find out more about down below. 

Artists Wanted 

While we don't do this often, we are sending 
out a call to any members who are artists and 
would like their work to be seen. Currently, 
there is a need for DnDOG that we'd like filled. 
It is for any members who would like to 
become a part of the group whose work is 
featured in Explosive Runes. The staff of ER 
simply ask that you show some examples of 
your work and are willing to allow free use of 
your drawings in the 
magazine. There may be 
specific requests to fit the 
articles as well as whatever 
other fantasy or RPG type of 
images you can work with. 
This will help ease the 
workload of the current artists, 
allowing them some free time 
to game. For more 
information about this, please 
contact Grogg Tree. 




Community Supporters are one of the backbones of DnD Online Games. Not only do they enjoy 
a variety of special privileges, their annual contribution is a big part of what makes all this 
possible. The following people are those who have become Community Supporters or renewed 
their membership in the last few months. 



Aeternis, Ark, Cidolfas, Dalinen, Doghealer, Ehlana, Elceron, Frodiddly, Gath, gadget, 
GleefulNihilism, GLM, Grimsolace, Jayjaymanl22, Kobeer, LeoByron, lizard42069, Lord 
Snow, Melchior, Phil, saratekl87, Thamewolf, The Fool 

Join their ranks! Click HERE to find out more about being a Community Supporter! 



The Trophy Case 



Who's Won What and Why 



Outplay 

After starting a new player competition 
every bit as tough and gruesome as Iron 
DM has been known to be, Thorsten was 
crowned the Outplay champion for 2011. 
You can read our exclusive interview with 
him and his winning PotM entry in this 
issue of Explosive Runes. You can also 
check out the various rounds of the 
competition in the Outplay Arena. 

Post of the Month 

DnD Online Games is still going strong in 
the Post of the Month contest, which 
continues to highlight some of the finest 
work by site members on a monthly basis. 
Be sure to keep an eye out as we get closer 
to the end of the year, when a single winner 
from the monthly contests will be crowned 
Post of the Year - the finest single piece of 
work by any site member for the entire 
year. 

The most recent Post of the Month winners 
are: 



The winner for July was reivision. 
The winner for August was Wretch. 
The winner for September was Thorsten. 

Clicking on the name of any of the winners 
will take you directly to their winning 
entry. 

Authors 

The staff here at Explosive Runes want to 
let you know that there are two members 
that have works out. The first is a novel by 
current Explosive Runes adventure 
contributor, A. C. Gogolski. His novel, 
The Wealding Word, is the first of what we 
hope will be many great works of 
literature. Be sure to pick up your copy 
now! 

The second is an adventure by our previous 
Explosive Runes adventure contributor, 
Michael McCarthy (RonarsCorruption). 
His module, Uncertain Futures, is currently 
available for preorder, so be sure to order 
the hard copy or PDF today! 





by ppNARS Corruption 



Background Noise 

It's an eventuality, players in your games will 
bring laptops and iPods and phones and the 
like to your gaming table. Sometimes to 
amuse themselves while another player 
debates the grappling rules, sometimes to 
keep track of party loot or their character 
sheet, or any number of other reasons. But, 
regardless of why they might be at your 
gaming table, they also serve as a distraction 
to the immersion you work towards. For every 
time they come in useful for tracking a quest's 
completion there are a dozen more they 
distract someone who would have otherwise 
been taking their turn - turning a slow 
moment into a whole evening where you're 
trying to demand everyone's attention. At the 
same time, in the hands of a DM, they can 
turn a normal game into something else, 
entirely. 

My name is RonarsCorruption, and I've been 
a Dungeon Master for over ten years, here to 
give you some tips on how to make a great 
game, and how to run it smoothly. 

While they might be a potential distraction for 
yourself or your players, electronic devices 
from laptops to phones and iPods are 
invaluable source of DM and player tools. 
Through a laptop, you have a million 
character portraits at your fingertips. Through 
an e-reader you have hundreds of rulebook 
PDFs. 



They allow character sheets, maps and 
campaign notes to be stored electronically - 
or online. They can free up a cluttered table 
for more players - or for miniatures, or for 
snacks... But the most important thing they 
do is allow you to set the mood in a way no 
mundane set of papers can match - they can 
provide music. 

Although music is one of the most optional 
features of our favorite RPGs, they can 
also be one of the greatest tools in a DMs 
arsenal. It allows you to, without spending 
more than a few seconds, set a mood and a 
pace to the session or the encounter. Much 
like a bard knows a variety of 
performances to inspire his party in 
different encounters, a DM might have a 
selection of songs in a playlist to help get 
the more subtle emotions across in a scene, 
or to keep players adrenaline pumping 
during a climactic battle. 

There are more options available to you in 
selecting music for your session than can 
be covered in an entire book, let alone a 
single article. Still, it is one of the more 
critical steps in having music in your game 
at all, so I'm going to touch on some of the 
more important ones, with broad strokes, to 
try and give you a hand with using music in 
your games. 

The volume of any music is a critical factor 
in how well it goes over, and at all time the 
DM should have final say. Even with 
exactly the right music selected for a scene, 
it being too loud or too quiet can quickly 
turn a scene-saver into a distraction. 
Keeping the volume at a level that you can 
comfortably hear yourself over should be 
where you aim to - it allows the music to 
take a background role in what you or your 
players are doing, not the forefront. And 
after all, the best music for a game is music 
you don't even realize you're hearing. 



The pacing of the music you select is much 
more personal to you and your party than 
other factors in music selection. A group 
who plays a lot of video games probably 
would react better to upbeat chip tunes or 
electronic music than they would to the 
choral that a heavy role-playing group 
might prefer. Try to keep all your music 
selection paced similarly, except for what 
you use during dramatic or critical 
moments that you're trying to draw 
attention to. Too much change in the 
pacing of music as the session progresses 
can be jarring to the players - and work 
against that critical factor, immersion. 

While it's not always avoidable, music with 
lyrics should be avoided at a gaming 
session whenever possible. Mostly, this is 
because if there's someone singing - 
someone will be listening to the words. 
And if they're listening to the words, they 
won't be listening to you or the player in 
the center of the action when they should 
otherwise be. There are some excellent 
exceptions however, and choral or acapella 
music can be excellent choices in that 
respect. Just, try and stay away from things 
with actual words when you can. 

Unless, of course, you're aiming for a more 
casual session where people are having fun 
hanging out as much as they are playing the 
game - you can use music to set that sort of 
tone too. I still recommend an easy volume, 
but you don't have to use music only to 
keep players in the game, you can use it to 
keep them equally out of it, as well. 

Finally, like any other facet of DMing, 
preparation is crucial. If you're planning on 
using music in your session, you should 
pick a few generic-use pieces; one for a 
fight, one for in town, and one for 
wandering outside, and then bone 



up on what the PCs will probably be doing 
that session, picking any other music 
appropriately. Ancient ruins go well with 
chanting, battling ores is fitting to tribal 
drums, boss fights might work well with 
video game battle music and so on. Pick 
your music based on what's going on, and 
be sure to listen to it all the way through 
before the session starts. You don't want to 
find out that you picked up a demo-reel 
that includes country singing when you're 
trying to battle a sea monster. 

Hopefully, armed with these few tips, you 
can make music a part of your game, and 
turn those distractions into ways to 
captivate your players even deeper into 
your game world. 




Interviews 

By Grogg Tree 




2011 Outplay Champion!!! 

With the conclusion of one of DnDOG's 
newest contests, there had to be an eventual 
winner. Over the course of three months of 
2011, Outplay was ran, pitting the site's best 
players in head-to-head action where only the 
most convincing and well composed moved 
onto the next round. Now I give you the 
exclusive interview with the recent winner, 
giving you many wonderful facts to peak your 
interest. 

How did you first find DnDOG? 

Through Google. I was looking for some 
release for my inner adventurer (you know, 
the guy who keeps screaming at me to leave 
my couch, but more often than not gets 
ignored). I remember Googling "D&D play 
by post" and this was one of the top hits. 

What were your initial thoughts of the site? 

I was surprised at the apparent size of this 
community. I'm used to Play-by-Post forums 
being about 20 active people or so, but here 
there was a ton. 

What is your favorite part of the site? 

The fact that there's always something weird 
going on. In some cases 'weird' doesn't even 
begin to cover the actual action, but I can be 
certain that whenever I come back, something 
new has happened. 

That, and the ever-present amount of people 
willing to help, game, chat or just plain pass 
their time with like-minded individuals. 



How long have you been playing and 
what sort of experiences do you have 
with various editions/systems? What has 
made you stick around and play RPGs? 

Well, I started playing HeroQuest when I 
was six. My dad would be the Evil Wizard, 
while his friends and I where the heroes (I 
would always be the little fat dwarf). That 
was my first experience, and that got me 
hooked for life. As for actual RPG's, I 
came in rather late, around the end of 
AD&D. I just about had a hang of THACO, 
when it was scrapped in favor of 3.0 and 
later 3.5, which I have been playing in one 
variation or another ever since. 

My favorite setting is, without any doubt, 
the Birthright-setting. The turn-based 
month-to-month lives of Dukes and 
Princess in a shattered Empire, where you 
get to decide not only what your character 
does, but how whole realms and armies 
reacts to perceived threats and intrigue is 
right down my alley. It is also the single 
most effective DnD-system I've ever 
played in an online community. 
I'm presently in a game that's been going 
on for about eleven years... real time, with 
20+ active players. How's that for 
dedication? 

Apart from getting a nervous breakdown if 
I don't play with some regularity (hence my 
being on this site), what makes me stick 
around is that it's the only legit reason I 
have of seeing my childhood and teenage 
friends from across the country. For some 
reason we cannot get together, unless 
there's a game involved, and so we 
occasionally save some fantastical world, 
while sharing idle banter about where we 
are in our lives, what movies are worth 
watching and who's getting 
married/children/a haircut next. 

What was the initial idea for your 
character in Outplay? 



My one major issue with the play-by-post 
milieu is that it is darned hard to get a good 
dialogue going, mainly because the fellow 
you are speaking to might not be online the 
following day, or in a different time zone. 
Since I believe dialogues to be my strong suit, 
my initial idea was based on nothing else than 
having the ability to strike up a witty banter 
that actually went back and forth without 
having to wait for several posts in order to do 
so. Especially since there would be a deadline 
on each round. I've seen mental disorders to 
that effect before and first contemplated 
creating a wizard with an obnoxious familiar, 
but in the end decided on a more 
"sophisticated" hero/henchman experience. 
And so Kardaine Troy, gentleman spy, and 
Hedan Ran, dimwitted muscle, where born. 




Did you ever expect to end up the winner of 
Outplay? 

To be honest? No. I got into the Outplay 
competition rather late in the game - there 
was just three days left of the Entry round, so 
I didn't have all that high hopes for my 
character, since I'd missed out on about 
twenty days worth of thinking and tinkering. 

And of course it didn't help that my entry was 
made just after Elfman6's (who placed second 
in the competition). I made the mistake of 
casting a quick glance at his entry and felt any 



hopes I might have entertained slink away 
into a secluded corner of my mind to curl 
up and die in writhing pain... it was just 
that well written. 

Obviously, any winner of a competition 
is special. At what moment did you 
realize you had something remarkable 
on your hands in the contest? 

I think it was the moment I reread my first 
post of the final round. I really liked how it 
came together. The judges had been giving 
us feedback after each round, and I had 
spent a lot of effort keeping all that 
constructive criticism in the back of my 
mind while writing. If you want me to 
name the one single thing I believe placed 
me first among equals in this competition, 
then I would have to say it was my ability 
to learn from my initial mistakes and adapt 
accordingly. I was definitely not the 
strongest player going into the competition 
- 1 think both the judges and the other 
players will agree with that, and I know 
next to nothing about character- 
optimization - but I sorta just rolled with 
the blows and adapted, so that I'd do better 
the next time around. 

It's just lucky for me, that I managed to 
hang on by the skin of my teeth for long 
enough to actually show my improvements 
- both in my writings and actions. 

Name some special moments from 
Outplay that stick out in your head? 

Finding out I had to play a Bard with 
Tourette's syndrome in the social round... 
that stuck out to me. I don't think I've 
actually ever used Youtube as a research- 
tool for a DnD-character, but after playing 
Roland (the poor, poor sod) for a week, I 
can now officially strike that of my list of 
untried experiences. 

I also recollect that one moment in the final 
round, where we were being charged by a 
group of over-sized teddy-bears from Hell 
(+2), and I realized the party had no real 
front-line fighters or clerics to patch us up 



afterwards. That was fun. 

Another "moment" if you will, is around the 
time I realized that the competition had kinda 
taken a back seat to the sheer enjoyment of 
playing with other people who were willing to 
give as much of themselves in the portrayal of 
their characters, as I was with mine. 

Given this was the first year for Outplay, 
how do you feel it was run? 

There was a certain professionalism to it from 
the judges side that I really liked. They set 
down deadlines and stuck to them despite the 
urgings of anxious contestants to reveal the 
decisions earlier. Something which is very, 
very important, I think, for an event like this. 
Overall it was an exciting experience, and I 
think it was run expertly - there were a few 
minor snags, but that is to be expected from a 
first-time event, and at no point did the judges 
and arrangers allow it slow down or affect the 
competition. Kudos for that. 

Do you plan on competing again next year? 

Actually, I was intending to find out, if I 
could sneak my way into the judges-seats for 
next year's event. Maybe just as a guest-judge 
for one of the rounds. Whaddya say, judges? 
Huh? Huh?! 

I feel like I've done and won Outplay. The 



next time 'round it would be time to pass 
the torch to someone from among the, no 
doubt, fiercer competition that will ensue. 
That, and I feel certain that the pressure I'd 
put on myself to be even better, would 
either kill me, or force me to sign a 
contract with the devil just to stay in the 
game... but who knows? 

Do you like a dog or a cat? 

"A dog or a cat"? Sounds rather specific? I 
guess it depends on what dog or cat we're 
talking about. I once had a cat that caused a 
car crash by playing chicken with it in the 
middle of the street. I did not like that cat. 

Tell us about one of your worst habit or 
quality? 

I have a rather selective memory and only 
remember things that interest me. That is to 
say, I cannot remember my parents 
birthday, but I do know the AC of most 
undead creatures by heart (which is not a 
valid excuse according to my father). 

What is your favorite book? 

Tough one. I am a George R. R. Martin fan, 
but I think I like his series as a whole more 
than I like each single book. Maybe 
Rothefuss' "In the Name of the Wind"? Or 
one of Pratchett's Discworld novels - any 
one. 





As the man entered the tavern, the smell was 
the first thing he noticed. Really, any tavern 
he entered for the first time, the smell was the 
first thing he would notice. That mix of pipe 
tobacco, sweaty patrons, perfumed wenches, 
stale beer and possibly that sour odor of vomit 
always blended in a way that made him 
question why he was about to enter this 
building. It assaulted the nostrils, but was 
swiftly lost as he became accustomed to it. 

The noise was usually next. Assuming that the 
tavern owner wasn't having a slow night, a 
dull roar of the patrons' conversations would 
reach his ears. Thinking back, he realized that 
he rarely hears a quiet tavern because he 
rarely stays at a quiet tavern. Fewer customers 
mean fewer tips for himself at the end of the 
night. 

For he was no ordinary tavern patron... oh no. 
He was Alexander Gramsby, Traveler and 
Teller of Tales. For a small fee, he could tell 
you of far of lands and mystical kingdoms. 
For a larger fee, he could make you feel like 
you were sitting in the courts of the old 
Dragon Kings, watching the great mages of 
old create wonders the world hasn't seen since 
the Age of Magi. 

He was a bard of no small renown, in the 
Eans coast he was a welcome visitor. He 
would occasionally head off to the small 
fishing villages of Akari and ply his trade 
there. He had even once played in the Elven 
capitol itself before the war with Broodan had 
begun. And today brought him here, to this 
small fishing village known as Breckton. It 
was a typical fishing village, small with a 
mixed population of various races. As of late, 
the Imperial cities were less fond of his 
stories of the old kingdoms, saying that it was 
"rebellious" and illegal now. 



Well, Alexander was luckily a man not 
burdened by physical possessions or a 
home, so he simply went on to lands that 
were not quite so rigid with their "laws" or 
enforcement of them. Which meant 
forgoing some of his more well-known 
haunts and striking out for the relative 
wilderness of the Akari Coast. 

Alexander approached the bar and smiled 
at the tavern owner, a large man whose 
muscle was swiftly being overtaken by fat. 
He stood behind the bar cleaning a glass 
and directing the young girl who was 
serving the patrons their food and drink. 
Looking about, Alexander judged that most 
of the townsfolk were present this night. 

With a smile, he leaned against the bar and 
said, "Greetings sir! My name is Alexander 
Gramsby, you may have heard of me." The 
bartender's face didn't move, he simply 
raised an eyebrow and said slowly, "No, 
can't say that I have. What can I do for 
you?" 

Alexander produced a silver flute from his 
bag with a flourish and said, "I am a bard, 
an entertainer and teller of tales good sir! I 
will play my flute and ply my trade, 
whetting the thirst of your good patrons 
and earning you extra coin." The bartender 
nodded his head to a small wooden box at 
the end of the bar with a slit at the top and 
said, "The stage is on the far wall. You 
keep any tips left in the box." The bard 
nodded and said, "Perchance a meal and a 
room for the night if I prove popular 
enough?" The bartender nodded again and 
said, "If you are good enough, bard." 

Alexander crossed over to the small stage 
and sighed. This was not the venue that he 
was used to, the lighting was not ideal and 
he could tell that some of his better stories 
wouldn't be well received by a bunch of 
fishermen and farmers. 'But it's better than 
sleeping under a hedge for the night...' he 
thought as he put his pack down on the 
corner of the stage and pulled his flute out. 



Well, Alexander was luckily a man not 
burdened by physical possessions or a home, 
so he simply went on to lands that were not 
quite so rigid with their "laws" or 
enforcement of them. Which meant forgoing 
some of his more well-known haunts and 
striking out for the relative wilderness of the 
Akari Coast. 

Alexander approached the bar and smiled at 
the tavern owner, a large man whose muscle 
was swiftly being overtaken by fat. He stood 
behind the bar cleaning a glass and directing 
the young girl who was serving the patrons 
their food and drink. Looking about, 
Alexander judged that most of the townsfolk 
were present this night. 

With a smile, he leaned against the bar and 
said, "Greetings sir! My name is Alexander 
Gramsby, you may have heard of me." The 
bartender's face didn't move, he simply raised 
an eyebrow and said slowly, "No, can't say 
that I have. What can I do for you?" 

Alexander produced a silver flute from his 
bag with a flourish and said, "I am a bard, an 
entertainer and teller of tales good sir! I will 
play my flute and ply my trade, whetting the 
thirst of your good patrons and earning you 
extra coin." The bartender nodded his head to 
a small wooden box at the end of the bar with 
a slit at the top and said, "The stage is on the 
far wall. You keep any tips left in the box." 
The bard nodded and said, "Perchance a meal 
and a room for the night if I prove popular 
enough?" The bartender nodded again and 
said, "If you are good enough, bard." 

Alexander crossed over to the small stage and 
sighed. This was not the venue that he was 
used to, the lighting was not ideal and he 
could tell that some of his better stories 
wouldn't be well received by a bunch of 
fishermen and farmers. 'But it's better than 
sleeping under a hedge for the night...' he 
thought as he put his pack down on the corner 
of the stage and pulled his flute out. He set it 
in a special pocket in his cloak and turned to 



face the rest of the room. Some of the 
villagers had turned to look at him, but 
most were still going about their business. 

"Greetings, one and all! My name is 
Alexander and I'll be providing some 
entertainment for you fine folk tonight. If 
you find my tales and my playing pleasant 
and worth a few coin, please deposit them 
in the box at the edge of the bar!" With a 
small flourish, he slid the flute out of the 
pocket, making it see to appear from 
nowhere in his hands and began to play a 
riotous tune on it. It was a well recognized 
fishing song and a few of the villagers 
began to sing along. By the end of the 
song, most of the audience was singing 
along and by the start of the second song, 
everyone was singing and cheering as he 
continued playing. 



After playing a few more songs, he made 
the flute disappear into his cloak again and 
bowed. The audience clapped, cheers, and 




banged their mugs for more. Smiling, 
Alexander bowed again and said, "I will do 
some more playing in a bit, but first I have a 
tale to tell you." Pulling a stool onto the stage, 
Alexander leaned against it and began to 
subtly weave his magic into his tale. Magic 
was the key to his success as a bard. He 
would slowly add a few spells throughout the 
stories to help bring the tales to the audience. 

"Long ago, this land was ruled by mages and 
dragons. Flying high above the ground in 
golden cities, their kingdom lasted for eons. 
But it was brought down by pride and war. 
There are many tales of this golden age of 
prosperity, but none as sad as the tale of the 
end of the Age of Magi. Thousands of years 
ago, the world was ruled by a coalition of 
dragons, giants, mages and elves. It was a 
sprawling empire that covered most of the 
continent/ 1 

" At this time, the dragons were still one 
faction, working together towards a common 
goal of prosperity. They were led by the two 
creators of the dragon race, Bahamut and 
Karkaren. The mages were called the 
Melifsheer, a race that the current humans are 
descended from. They were able to use 
amazing amounts of magic, and magnificent 
structures and cities were built with the power 
of raw magic. The elves were one race at the 
time as well, known as the Sindala. Working 
together with the Melifsheer they were able to 
craft magic items of power and wonder that 
no one has ever been able to duplicate since. 
The giants kept to themselves, worshiping 
ancient dark gods that the rest of the world 
had mostly forgotten. The giants had ruled 
mercilessly before the rise of the humans and 
elves, but were driven into the Deathroot 
swamp by these new races where they had 
agreed to peace if they could continue to rule 
and be given a seat in the Council." 

"Unfortunately, there were five dragons who 
lusted for more power. The leaders of the 
chromatic dragon forces all hungered for 
supremacy over the other races and 



factions and plotted to gain it. Their greed 
and lust slowly corrupted their goddess 
Karkaren, who began to fight and quarrel 
with Bahamut over how the dragons should 
interact with the other races. The constant 
bickering and distrust of each other kept 
the metallic dragon forces from 
consolidating and moving forward with 
their plans." 

"However, the Dragon King of the Red, 
Kresh Flame-Bringer, formed an alliance 
with the other heads of the metallic dragon 
houses. He wrote a contract that would 
ensure that each Dragon King or Queen 
would rule a different section of the 
continent, split equally amongst 
themselves. Kresh would get the mountain 
range that split the north from the south of 
the continent. Bentor Frost-Bringer, the 
Dragon King of the White, would get the 
Frozen North to rule; Trilor Emerald-Crest, 
the Dragon King of the Green, would get 
the mountains that formed the northern 
middle of the continent; Malit Storm- 
Bringer, Queen of the Blue, would be 
given control of the deserts that made up 
the southern middle of the continent; and 
Bultin Acid-Thrower, Dragon Queen of the 
Black, would control the swamps of the 
south." 

"Finally in agreement, they made the first 
open moves of aggression against the rest 
of the continent. Once securing an alliance 
with the ores and other monstrous races, 
they burned and destroyed all who opposed 
them. The metallic dragons allied 
themselves with the Melifsheer and Sindala 
to try to fend off the dragons. Their magics 
were all bent towards creating new 
weapons and ways to kill or control the 
chromatic dragons." 

"In the end, it took the sacrifice of the 
metallic Dragon Kings lives to stop Kresh's 
forces. By binding the five souls of the 
Dragon Kings into the sword Draconius 
they were able to seal the evil Dragon 



Kings away in by turning them to stone and 
wrapped them in enchanted adamantium 
chains, with Draconius placed in the middle 
keeping the enchantments in place. The 
magics cast made the chains unbreakable as 
long as Draconius was kept in place." 

"Generations have come and gone and the 
history of our world is fading into legend. 
Most of the ruins that were left have been 
claimed by either wilderness or people 
scavenging it for building materials. Of the 
ancient dragons, a few slumber still; hidden 
away in their lairs deep below the earth's 
surface, awaiting a signal to return..." 



By the end of the tale, the audience was 
hanging on his every word. At the end, they 
applauded and cheered, though it was a bit 
more subdued then for the flute playing. 
Alexander didn't need a hint, he knew he 
was going to get more coin by playing 
music for them to sing along to. As he 
produced the flute, the audience quickly 
picked up and cheered and he broke into 
another popular folk song. As he played, he 
smiled inside as he let himself escape into 
the cheering and singing of the towns-folk. 
This... this was what the bard lived for. The 
man with many tales to tell and loved 
telling them. 
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Celebrities 

In these increasingly interconnected times, it's 
easy to forget that in the age of swords and 
sorcery information was a lot harder to come 
by. There was no internet, no television and 
no newspapers. Instead, all news is passed 
from one city to the next by word of mouth, 
most often by dedicated performers now 
known as, you guessed it, bards. 

Despite their essential place in medieval 
society, it often seems in a game that the only 
bards in the world are those in the back of the 
PCs party. They play a few songs to cover the 
group's stay at the inn - or they have a snippet 
of long-lost verse to help the party through a 
treacherous dungeon - but rarely does the 
bearing of news come into play. 

Below are six bards, who carry news and 
stories across countries and to the laymen of 
the land. Bringing excitement and information 
to the humdrum and often dangerous lives of 
a fantasy peasant, these bards and celebrities 
can also offer a touch of realism and flavor to 
the lives of the PCs; they can be friends, 
sources of information, or rivals and villains 
with equal ease. Bards are versatile that way. 

Gale Solitare (NG, Human bard 9) stands at a 
meek 5 '4", with dirty blonde hair and 
glimmering brown eyes. Though for the most 
part he dresses as a classic traveller, with 
well-stitched leather clothing and heavy 
boots, save for a distinctive red cape and an 
enormous ram's horn trumpet. Gale is an font 
of information for any who arrive, spreading 



news across the land heralded by a blast of 
his trumpet, and rarely staying in one place 
long. If you're lucky enough to pin him 
down, you can find he knows much more 
than merely current events. He follows 
every tidbit of information that falls into 
his lap, and for the right price he can give 
you near anything you might need to know. 

Sinsilver of the boundless forests (CN, 
Half-elf bard 6, rogue 2) is as charming as 
they come. His short black hair is never out 
of place, and his green eyes and chiseled 
jaw bring nearly any woman swooning into 
his arms. He takes full advantage of this, 
and rather whimsically enjoys these 
women, regardless of the men in their 
lives, until the tempers of too many stilted 
lovers drive him out of town. He keeps a 
detailed log of his travels, to avoid crossing 
his own path too often - if ever. 

The sisters Eternity(N human bard 5 
ranger 5) and Shroud (CG human bard 4 
druid 6) are a peerless pair of dancers who 
travel the land, protecting the forests, the 
lands, and the people within. Their olive 
skin and raven curls contrast with their 
blue eyes and rainbow skirts whenever they 
move. Their elaborate dances draw crowds 
of people wherever they go, and afterwards 
they mingle to learn of the land and it's 
plights, spreading the news of neighboring 
lands and people as they do. 

Sefath (NG Half-ore bard 9) draws the 
eyes of all those around wherever he 
travels, not just because of his orcish 
heritage and bright tattoos, but also for his 
exotic tribal music. He carries with him a 
pair of large drums and carved bone 
mallets so that he can play his music on the 
streets, spreading his percussive music far 
and wide in the hopes of inspiring people 
across the land. He rarely carries news with 
him, but instead follows the rumors so that 
he can travel to hostile and oppressed lands 
to play his music for those whose lives are 
downtrodden. 



Chip Ericson (NE Human bard 3 rogue 5) 
might appear well groomed, from his trimmed 
mustache to his fitted outfit, but the clothes 
do not make a man. During the day, he sells 
the truth as often as lies, and buys and sells 
stolen and illegal goods with the impunity 
only a traveler can have. At night, however, is 
where his true infamy lies; as a burglar with a 
call-sign of a raven's feather. He doesn't steal 
only what he needs, but whatever seems 
important, valuable or challenging - to him, 
it's a lifestyle instead of a way of life. 



Valnath Forsworn (NG Aasimar Bard 14) 
physically glows with his own confidence. 
He is a picture of perfection, with platinum 
curls and a sculpted chin, and he knows it. 
His name is known across the land as a 
crier of news and a hero of the people, and 
as a fair and generous man. Unfortunately, 
while the first two might be accurate, 
Valnath's fame has long-since gone to his 
head. He is arrogant and smug, and though 
once he was the truest kind of hero, he now 
steps over the peasants he once 
championed, basking in his own celebrity. 
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Not all bards are built alike, from 
Shakespeare to Mozart to Slash, each has 
their own style and focuses on general 
areas. Your typical bard focuses on 
supporting and helping your party, but what 
if that is not what you want. What if you 
want to help others more in combat, or 
affect your own skills, or even produce 
more magical effects. These song style 
feats can help you add this level of detail 
and focus to your bard. 

Whether you want to rely more on combat, 
spells, or competency, these styles can lead 
you down those paths. The Spellsong feat 
tree allows you to alter the effects of spells 
by using your bardic music ability. To 
enhance your personal capabilities, the 
Skillsong feat tree allows you to become 
more flexible in your ability usage. The 
combat capabilities of your entire party can 
be further increased through the use of the 
Warsong feat tree. 



The Spellsong feat tree allows you to 
produce or enhance the effects of spells 
using your bardic music ability. Initially, it 
increases your basic knowledge and ability 
in relation to spells. From there it allows 
you to increase the power and flexibility of 
several spells by using your barding music 
in conjunction with them. 



Spellsong 

Prerequisites: Bardic music 

Benefit: You gain a +1 competence bonus 
on Knowledge (arcana) and Spellcraft 
checks. Once per day, you may reroll a 
Knowledge (arcana) or Spellcraft check 
before you learn the result of the roll. 

You gain a +1 competence bonus on 
Perform checks. This bonus stacks with all 
other competence bonuses. 

You may now take Spellsong feats. 

Special: You may only take this feat at 1st 
level. 

by djrackley 



Sleep of the Dead [Spellsong] 

Adding song to spell, you've learned how 
to empower your spells to put increasingly 
tougher opponents to sleep, resulting in 
greater numbers of non- violent encounters. 

Prerequisites: Ability to cast sleep or deep 
slumber, bardic music class ability 

Benefit: When you cast the spell sleep or 
deep slumber, you may expend one bardic 
music use and increase the total HD of 
creatures affected by 2. You may expend a 
maximum number of bardic music uses up 
to half the sum of all classes that grant the 
bardic music ability in this way. Every 2 
bardic music uses spent in this way 
increases the Will save DC by 1 . 

by djrackley 



Soundless Song [Spellsong] 



Carpe Diem [Spellsong. Tactical] 



In complete silence, you've figured out a 
way to still cast spells. 

Prerequisites: Bardic music class ability, 
Perform 8 ranks, Bard level 5, access to the 
spell silence. 

Benefit: When under the affect of a silence 
spell that you have cast, you may spend one 
bardic music use to cast a spell with a 
verbal component successfully. 

by djrackley 



Terrify [Spellsong] 

You have learned how to frighten enemies 
terribly with a little added theatrics and 
music. 

Prerequisites: Perform 4 ranks, Bardic 
music ability, access to a spell that causes 
fear in a target. 

Benefit: You may spend a bardic music use 
to bolster the effects of any spell with the 
fear descriptor in it. Using it with a spell 
that causes fear increases the duration by 2 
rounds, increases the limit by +2 HD and 
increases the save DC by +1 . 

Special: You may use more than one bardic 
music use to fuel a Fear descriptor spell. 
Each time you do, it increases the duration 
by 1 round for failed saves or successful 
saves, increases any HD limitations by +2, 
and increases the Will save DC by +1 to a 
maximum of the class levels that grants the 
Bardic Music ability/2. 

by djrackley 



You are remarkably skilled with the Haste 
spell. 

Prerequisites: Bardic music class ability, 
access to the spell haste. 

Benefit: This feat allows you to perform 
any of the following three maneuvers while 
under the effect of a Haste spell you have 
cast. 

Accurate Attacks: You may spend one 
bardic music use as a move action to 
increase the attack bonus from the haste 
spell by +1. This increased bonus lasts for 
the duration of the spell. 

Deft Dodging: You may spend one bardic 
music use as a move action to increase the 
reflex and dodge bonuses from the haste 
spell by +1. This increased bonus lasts for 
the duration of the spell. 

Swift Sprints: You may spend one bardic 
music use as a move action to increase the 
movement speed bonus from the haste spell 
by 30 ? , up to a new maximum of three 
times the target's base speed. This 
increased bonus lasts for the duration of the 
spell. This maneuver may only be used 
once per casting of haste. 

by djrackley 




Bardic Augmented Healing 
[Spellsong] 

Your cure spells, through the power of your 
songs, have become increasingly potent. 

Prerequisites: Augment Healing, bardic 
music ability 

Benefit: Whenever casting spells with the 
word "cure" in the title, you may spend one 
bardic music use to increase the roll by one 
die type (from d8 to dlO.) This affects all 
dice in the roll. 

by djrackley 



You gain an additional class skill when you 
travel the Skillsong path. From there, you 
can gain an additional skill with your 
ventriloquism or the ability to subvocalize 
the verbal components of spells. 



Ventriloquistic Spellcasting 
[Skillsong] 

You have learned, not only to throw your 
voice with spell, but to cause the spell 
origin to come from your projected voice's 
location. 

Prerequisites: Bardic music class ability, 
Perform(any) 6 ranks, ability to cast the 
Ventriloquism spell, Skillsong 

Benefit: For as long as the ventriloquism 
spell lasts, you may spend one bardic music 
use to cast bard spells whose origin centers 
around the location of your thrown voice. 

by djrackley 



Subsonic Vibrations [Skillsong] 

You have learned how to remove audible 
sound from your spellcasting. 

Prerequisites: Bardic music, Perform 9 
ranks, Skillsong 

Benefit: When casting a spell, you may 
expend one use of bardic music to remove 
any vocal component from the spell. This 
functions as Silent Spell, though this does 
not negate or work around silence - there is 
still sound, it is just too low to hear. 

by djrackley 



A more martially oriented bard can choose 
the Warsong style to not only gain 
additional weapon proficiencies right away, 
but increase your own abilities while 
performing. Your performances can be 
chosen to affect combat in a more direct 
and greater manner, either by causing 
difficulty to the enemy or increasing the 
abilities of you allies. 



Skillsong 

Prerequisites: Bardic music 

Benefit: Choose a cross-class skill. That 
skill is now considered to be a bard class 
skill. In addition, whenever you take a 
Skillsong feat, you gain two bonus skill 
points. 

You gain a +1 competence bonus on 
Perform checks. This bonus stacks with all 
other competence bonuses. 

You may now take Skillsong feats. 

Special: You may only take this feat at 1st 
level. 

by djrackley 



Warsong 
Prerequisites: Bardic music 

Benefit: Choose one martial or exotic 
weapon. You gain proficiency with the 
selected weapon. In addition, whenever 
you use bardic music to Inspire Courage, 
Inspire Greatness, or Inspire Heroics, add 
+1 to all bonuses granted to yourself. 

You gain a +1 competence bonus on 
Perform checks. This bonus stacks with all 
other competence bonuses. 

You may now take Warsong feats. 

Special: You may only take this feat at 1st 
level. 

by djrackley 



Warsong Focus [Warsong] 

You've picked up a knack for handling 
weapons. 

Prerequisites: Bardic Music class ability, 
BAB +1, Warsong 

Benefit: While using your bardic music to 
inspire courage, you may spend one extra 
use as a move action to give all affected 
targets weapon focus in either melee or 
ranged weapons (your choice). This effect 
lasts as long as inspire courage lasts. 

Special: You may switch focus from melee 
to ranged or from ranged to melee as a free 
action simply by spending another bardic 
music use. Note that this only grants 
weapon focus, not proficiency ~ any non- 
proficiency penalties still apply. Also, this 
does not stack with the bonus provided by 
the Weapon Focus feat. 



Sluggish Song [Warsong] 

You've learned how to affect your enemies 
in such a way that they're not quite so quick 
to react to combat situations. 

Prerequisites: Bardic music class ability, 
Perform 8 ranks, Warsong 

Benefits: Spending one use of bardic 
music allows you to sing a song of 
distraction and sluggishness. One targeted 
enemy is affected and must make a Will 
save (DC 10 + 1/2 bard level rounded 
down + Charisma modifier) or suffer a -2 
competence bonus to initiative, AC, reflex 
saves, and all other Dexterity based checks. 
Even if the initial save succeeded, the 
target foe must make additional Will saves 
every round (with a +4 bonus) or take an 
additional -1 penalty to Reflex save and 
Dex checks.. This song lasts as long as the 
bard concentrates for up to 1 minute. 

Special: For every 3 levels beyond 5th, you 
may affect one additional target with this 
particular song. 

by djrackley 



Courageous Resilience [Warsong] 

You have learned how to help your allies 
and comrades further withstand the perrils 
of combat with a song of resilience. 

Prerequisites: Bardic music class ability, 
Perform(any) 1 1 ranks, Warsong 

Benefits: Whenever you activate the 
inspire courage song, in addition to the 
other bonuses and benefits granted to all 
allies (and yourself), the song also grants a 
number of temporary hit points equal to the 
number of bard levels for the duration of 
the song. 
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Warsong Specialization [Warsong] 

Your mastery over damage dealt by various 
weapons increases. 

Prerequisites: Bardic Music class ability, 
Warsong Focus, BAB +4 

Benefits: With Warsong Focus active, all 
affected allies also gain weapon 
specialization with your chosen weapon 
type (melee or ranged). Otherwise 
functions as Warsong Focus does. 

Special: If weapon type is changed Warson 
Focus or Warsong Specialization, it must 
also be change in the other feats type to 
match. 

by djrackley 



So, these are the great additions to the Bard 
class that players and DMs can enjoy. A 
special thanks to djrackley for taking the 
time and effort to not only create these, but 
also submit them for others to use. 
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"Bring your kids, bring your neighbors, bring 
yourself to the 84th Annual Bard s 
Convention! There will be singers, skalds, 
gleemen, poets, ashiks, fili, and bards of every 
variety imaginable... " as well as a healthy 
dose of intrigue involving one maleficent 
magician, forty mute minstrels, and a missing 
muse. When the party discovers it's the muse 
herself who's behind the capers, they'll find 
first hand that Hell hath no fury like a water 
nymph scorned! 

Suggested Party 

4-6 characters, levels 6-9. DMs may modify 
encounter challenges appropriate to the 
experience levels of their group. 

Rules System 

Compatible with 3.5 Dungeons and Dragons, 
and the Pathfinder core rules. 4e DMs may 
refer to the conversion table at the end of the 
module. Information on monsters and items 
not found in the core rulebooks is provided 
below. 

Each encounter is divided as follows: 
Encounter: Includes relevant background 
information and descriptions, including read- 
aloud text. 

Role-Playing: Provides the reactions of 
NPCs, and possible directions to steer players. 
Conclusion: Explains what needs to happen 
to conclude this encounter, and provides 
logical next steps. 

Adventure Summary 

This adventure takes place in three parts. The 
first brings the party to the Bard's Convention 
where they discover a decidedly muted group 
of gleemen. A local wizard has barged in and 
stolen the voices of forty bards, dampening 



the entire festival. What's worse, the rogue 
wizard has also run off with the muse, a 
nymph named Labidia from a nearby river. 
The high bard would go after her himself, 
but he's been mysteriously blinded, and 
most of the revelers are better equipped to 
sing than to storm a wizard's castle. It's up 
to the party to save the day. 

What's the real story? Long ago, the 
nymph and the high bard, Boniface, had a 
tryst, but the bard left her without warning, 
scorning her beauty and insulting her pride. 
Labidia has waited all these years to exact 
her revenge. Using a young wizard, 
Cyriacus, as her tool, the nymph has him 
rob the voices of forty bards for the 
purposes of a powerful spell. Or so the 
wizard thinks. In reality, Labidia seeks to 
keep the voices for her own entertainment. 
She's tired of the leering eyes of mortals, 
and has developed a cruel streak when it 
comes to men. What better way to teach a 
bunch of sweet-talking bards a lesson, than 
steal their songs? Back at Cyriacus' castle, 
she makes off with the bottled voices of the 
men, and robs the smitten wizard of his 
staff for good measure, retreating to her 
island sanctuary to enjoy the spoils of her 
victory. 

The second part of the adventure entails 
heading after the wizard Cyriacus, who 
was last seen stealing the voices at the 
convention. They'll find him blinded (and 
hence unable to recover spells) and missing 
his staff. He'll provide them with 
information about where the nymph 
resides, and tools to help defeat the water 
spirit. 

The third part requires the party to sail up a 
river, investigating several islands until 
they find the place where Labidia resides. 
There they'll need to battle their way into 
her watery grotto and resist her charms to 
find out what she really wants - recovering 
the stolen staff and voices along the way. 




Adventure Hook 

The party is returning from one of their most 
recent adventures and sees the following 
painted sign, posted to a tree along the road: 

Come one come attto the 84th annual '(Bard's 
Convention at %ings6ury upon the (River Nene! 

Teaturing minstrels, gCeemen, poets, dancers, 
juggCers, storytetters and every other type of 
entertainment imaginaUel 

(ptus a (ReaCLive (River Spirit as the poets' muse! 
(Enter our poetry contest and win a kiss from the 
Nymph of the JVene! 

%ings6ury, JuCy 17-22, in the 1076 th year of the 
gods' rute. 

Setup: When the characters reach Kingsbury, 
read the following aloud: 

The talk among the local people is that the 
annual Bard s Convention was an event not to 
be missed. So, after clearing up the details of 
your last adventure, you decided to pay a visit 
to Kingsbury and attend this renown festival 
of song and wit yourself Reading one of the 
local signs, few could help but be cheered at 
the prospect of glimpsing a true water nymph. 
The next few days promised to be full of good 
food, easy company, and unsurpassed 
entertainment. 

And so with light hearts you round the bend in 
the road leading down toward the hamlet of 
Kingsbury, where the event is hosted, as it has 
been for the past 84 years. Just beyond, the 
wide River Nene flows: a great green swath 
dotted by many small islands. No bridges 
have ever been built over the great Nene, and 
its beauty is something to behold. But as you 
approach the hamlet, you 're quick to realize 
something is amiss. Drawn, forlorn faces 
greet you beneath the bright sign over the 
town s entrance. There are no songs in the 
air, no laughter from the inns, no jugglers 
prancing in the streets. The only sound 
heard is the occasional, discordant PLINK of 



of metal striking metal in the distance. It is 
two days past its commencement, but surely 
the festival isn 't over yet! 



Part 1: Sleuthing about in 
Kingsbury 

Encounter: This is a string of encounters 
that can happen in any order, where 
characters can get to know the town and 
gain information about the recent 
happenings at the festival. 

There are three main areas to investigate in 
town: Gorilla's Test of Strength, The 
Nymph's Patch, and the Three Legged 
Drake Inn. 

Chatter abounds all over Kingsbury, so it 
doesn't take a master diplomat to piece 
together the basic rumors circulating 
around the festival. DMs should be free 
with providing characters with all the 
rumors in the Rumors Table below. 

Rumors Table 

Put these tid-bits of information in the 
mouths of innkeepers, serving maids, 
stable boys, downtrodden singers, and 
disappointed festival-goers. If a character 
asks a specific question, be sure to provide 
a relevant response from the selection 
below. 

♦ (( Just after the opening ceremonies, 
conducted by the High Bard, Lord 
Boniface himself a wizard showed 
up and BANG! Stole away with the 
nymph! They say he stole the voices 
of some 40 bards too! " 

♦ "Labidia is the Nymph of the Nene 
River. Ohhh, she was a sight to 
behold. They say a nymph can blind 
a man by her beauty, and Vd believe 
it! Now that the wizard s got her, 
somebody ought to rescue her, but 
most of the folk here carry lutes, not 
longswords. Even the brawler-type 
singers aren 't equipped to storm a 
magician s castle. " 



♦ "The wizard from the swamp is trying 
to make a name for himself- but what 
a way to do it! You 're supposed to 
befriend bards so that they sing songs 
about you, not invent curses with your 
name. He showed up, raised a strange 
looking chalice in the middle of the 
great chant, and suddenly everything 
was silent. The bards who were 
singing haven 't been able to speak a 
word in two days. Not even the High 
Bard has been able to lift the spell. " 

♦ "Nobody has seen the High Bard 
Boniface since Cyriacus cast his spell. 
Rumor is that he still has his voice, but 
the wizard blinded the old man. He s 
cancelled the whole festival until the 
nymph is returned to us. Only Gorilla 
and Honest Al, who run the Test of 
Strength, have ignored Boniface s edict. 

They re the only entertainment in 
Kingsbury. " 

Secrets 

More interesting rumors, found on the Secrets 
Table, will require a Diplomacy check, or, in 
the case of Gorilla's Test of Strength, a 
Strength check. 



12: "Boniface has cancelled the Bard s 
Conference until further notice, and pledged a 
reward of his magic ukulele to anyone who can 
save the nymph and return the voices of the 
men. So far, nobody s taken him up on his 
offer. He s staying at The Three Legged 
Drake if you want to talk to him. " 

14: "Someone said that when Boniface was 
young, he was a real charmer, but never stayed 
long with a lady. Despite all the hearts he 
once broke, he s now a very respectable bard. 
Like all of his kind, however, he has a knack 
for being dramatic. " 

16: "Boniface and the water nymph, Labidia, 
were said to once be lovers. It s probably the 
only reason she agreed to be the muse for the 
festival. I think Boniface is blind with grief 
over losing her. " 



18: "None dare seek out the wizard 
Cyriacus. He s known as Cyriacus the 
Sodden, and lives in the deep swamp. It s 
said the place is haunted by a hideous 
dragon-creature that was summoned by 
Cyriacus 'old mentor, Trogloditis the 
Green. Only a fool would enter that fell 
bog unprepared. " 

20: "The nymph is said to dwell on an 
island far to the north, one of the 999 
islands, near the mouth of the Nene river. 
The Nene flows past an evil swamp, where 
Cyriacus has his castle. The wizard is said 
to have ensorcelled many strange creatures 
to guard his lands -few ever venture 
there. " 

24: "For a peaceful water nymph, Labidia 
seemed to look rather fierce. She had a 
sullen look and didn 't say much. She 
seemed to avoid even Boniface, her old 
lover. Perhaps her distant way is part of 
the mystery of nymph-kind, but I wouldn 't 
describe her as warm. " 

Role-Playing: Most of the people in 
Kingsbury are worried for the mute bards, 
and more than a little upset that no one has 
gone after the wizard. People generally 
feel that Boniface should be doing more. 
Some of the more outspoken and those 
who have traveled far feel that the High 
Bard should allow the festival to go on. 
The only vendor to ignore Boniface's 
words is a man named Gorilla, who runs 
the Test of Strength. 

If Detect Magic is used on any of the 
affected bards, Illusion magic (as Silence) 
is apparent. Dispel Magic grants the bards 
their voices back for one day, and then they 
once again lose them. 

Conclusion: The party should have a 
reasonable idea of where to investigate. 
The rumors and secrets above will be used 
in the sections below also. 



Secrets Table 



"When Cyriacus appeared, his beard 
flowed like angry clouds driven by a storm. 
But there was not just one Cyriacus. No, 
my friends! There were five - no ten! - 
wizards. Through some arcane devilry, he 
was able to copy his body and cause a 
grand confusion. Sadly, most of us thought 
it was part of the show until it was too late! 
With one hand, he held up a small silver 
chalice and soon the cries of the 
performers were silenced. Then he swiped 
at the air with a tiny bottle, like a man 
pulling water from a stream. When 
Boniface cried out, struck down with blind 
grief, those of us in the audience knew this 
was no act, but by then it was too late! 
When the smokes cleared and the screams 
died, none of the poor lads performing on 
stage could utter a syllable, and the 
beautiful Labidia was gone! " 



The Nymph's Patch 
Encounter: 

This grassy patch is the main area of the 
festival, providing spectators with a grand 
view of the nearby river. Dozens of empty 
wooden benches are set beneath a raised 
stage, upon which sits one disconsolate 
gleeman plucking idly at his sitar. Willow 
trees sag in the warm air. Nearby flows a 
small tributary stream, which seemingly had 
been dammed to provide the nymph a place to 
wade in her element and watch the 
proceedings on stage. The dam is now 
broken, however, and water from the stream 
flows freely toward the Nene. 

The gleeman is named Lorin the Spritely. He 
can provide the party with an eyewitness 
account of the happenings during the opening 
performance. 

The truth of what happened on The 
Nymph's Patch 

During the opening performance, Cyriacus 
appeared via a Teleport spell, and used a small 
magic chalice given to him by Labidia in order 
to capture the voices of the men. The wizard 
then used a bottle to capture the essence of 
silence left in the wake of their stolen voices. 
It is this essence that he intended to use to 
make a powerful spell: The Wisdom of 40 
Fools. From her little pool, Labidia struck 
Boniface a parting blow, blinding the old man 
with her beauty. She then broke the little dam 
and swam out into the Nene, to meet Cyriacus 
at his castle upstream and collect her magic 
chalice. 

Labidia's Chalice 

This silver cup drains the voices of 100HD of 
creatures within 100', Will save DC 17. The 
voices are permanently trapped in the chalice, 
audible to anyone in possession of it. The 
chalice can only be used once. Dispel Magic 
cast upon the chalice will return the trapped 
voices. 

Role-Playing: Lorin counts himself lucky 
that he wasn't among the forty bards on stage 
when the wizard Cyriacus struck. 



Other details that Lorin can provide: 

♦ Of all the bards on stage, only 
Boniface was spared his voice, 
though the High Bard was somehow 
blinded in the process. 

♦ Cyriacus appeared in a flash of light, 
and there were more than five of 
him. 

♦ The wizard held up a small chalice 
made of silver, and there seemed to 
be water in it. He said a few words 
and disappeared quickly thereafter. 

♦ The nymph's dam must have been 
broken by one of the wizard's clones 
during the commotion, Lorin does 
not know of anyone who might have 
damaged it otherwise. 

♦ Lorin can provide any of the 
Rumors, and may know something 
from the Secrets table, provided the 
party can roll high enough. 



Knowledge (Nature): Water Nymphs 

A bard (or others) in the group may wish to 
roll a Knowledge check on Nymphs. A roll of 
20 or greater reveals that nymphs have been 
known to blind their enemies. Feel free to 
provide other information from the monster 
entry as you see fit. 

Conclusion: The party should have some 
suspicion about the nymph's dam. Wizards in 
the party may be able to identify the spell 
(Mirror Image) that Cyriacus was using, and 
may question Lorin's story - in particular how 
a phantom image could break a dam. 




The Test of Strength 
Encounter: Only Honest Al and Gorilla are 
making money at the Convention. It costs a 
silver piece to swing Al's Hammer in the 
Strength-O-Meter. This is a straightforward 
Strength check. After the test of strength, Al 
will be willing to divulge information equal to 
the character's Strength roll, as if rolling a 
Gather Information check for the Secrets 
table. 



A brute of a man named Gorilla, and his 
scrawny sidekick, Honest Al, have decided 
to ignore Boniface s edict, and are 



Anyone who decides to grapple Gorilla 
must defeat the huge man in a wrestling 
match. The cost to wrestle is 5sp. If a 
character wins, he gets 20gp, and Honest Al 
will give him a free bit of insight from the 
Secrets table - at your discretion. Many 
other men have come to drink and chat at 
the Test of Strength. If characters are 
flummoxed, this encounter will provide a 
good opportunity to introduce them to some 
helpful bard who might make everything a 
little clearer. 



pretending that the festival is in full swing. 
Their stall is the only one open in all of 
Kingsbury, and irreverent men from all 
around have flocked to it, rolling kegs of 
ale and singing bawdy songs despite the 
gloomy pall over the rest of the convention. 
In the middle of a muddy area stands a 
long metal pole, upon which rides a small 
weight. At the pole s base is a small 
seesaw, and along its length run a series of 
comic images, from a weak-kneed dog at 
the bottom, to a true knight among 
warriors, muscles bulging, painted at its 
apex. 

Honest Al, his gray-streaked ponytail 
swaying behind him, greets you. On his 
shoulder is a huge sledgehammer. ( Ah, 
more victims. Come to test your strength. 
A silver piece to take a swing at the 
Strength-O-Meter. Or, for the truly 
courageous, a wrestling bout with 
Gorilla! " He points to a beastly man 
sitting under a willow, his ale-horn 
dwarfed by his hand. The huge man sneers 
at you as you approach. 





Gorilla 

HP: 78 (8th Lvl Fighter) 
AC: 17 
Size: M 

STR: 20, DEX: 14, CON: 16, WIS: 8, INT: 
12, CHA: 8 
CMB: +15 
CMD: +26 

Feats: Dodge, Improved Unarmed Strike, 
Improved Grapple 

Items: Belt of Giant Strength +2, Ring of 
Sustenance 



Role-Playing: Regardless of how characters 
fare with the test of strength, astute role- 
players should be able to find some valuable 
information at Al and Gorilla's stand. A 
brawler, not a bard, Al has no love for 
Boniface, and seeks to characterize the High 
Bard in the most unflattering light. Al is 
somewhat advanced in age, and something of 
a bard himself. He has been to dozens of 
Bard's Conventions, he knows many of 
Boniface's secrets, and he's willing to talk to 
anyone interested in taking a swing with the 
hammer. 

Conclusion: The characters should have 
enough information to encounter Boniface 
and get offered the chance to recover the 
nymph. 

The Three Legged Drake Inn 
Encounter: The Three Legged Drake is the 
oldest inn in Kingsbury, and by far the most 
respected. And so it is that Boniface always 
makes it his base of operations during the 
Annual Bard's Convention. This year, it's 
become his hideaway, and the old man is 
seldom seen out of his room. He accepts 
visitors, though they must request an audience 
via the innkeeper, Daniel. A character in the 
party must speak to Daniel and make a 
Diplomacy check, DC 16, in order to gain 
access to Boniface. 



As you enter the Three Legged Drake, you 
wade into a sea of murmurs and dark 
stares. The inn is packed, and there are no 
tables free. "Standing room only today 
sirs! " a man yells from behind the bar. His 
head is crowned by a shock of gray, wiry 
hair. "I'm Daniel, the keeper of this 
Drake. What can I get for you? " 



Role-Playing: Daniel is more than willing 
to provide the party with any food or drink 
they require, but turns suspicious when 
they ask about Boniface. To meet 
Boniface, the characters must do the 
following: 

1 . Prove they know something of value 
(such as who Cyriacus is) 
concerning recent events. 

2. Be willing to commit to helping 
Boniface - the High Bard isn't 
interested in chatting with anyone 
who isn't expressly interested in 
solving the mystery. 

3. Prove they are experienced 
campaigners, by regaling a story 
from their previous adventures. 
Here is a chance for the bard in the 
group to shine. The house is always 
packed, and eager to hear of new 
conquests. A Perform check, DC 
14, will put the party in the good 
graces of the patrons of the Three 
Legged Drake. 

Boniface 

When the characters finally succeed in 
convincing Daniel of their earnestness, the 
innkeeper shows them to an upstairs room 
where Boniface is lying in bed. 

Daniel the innkeeper knocks quietly on the 
door and then slides it open saying, "Lord 
Boniface, a group of adventurers is here to 
see you. " 



The old bard lies in his nightshirt in a 
clean bed, a white salve upon his eyes. He 



waves you in and removes the cloth. You can 
see they look healthy, but his expression says 
otherwise. His vacant look searches in vain 
around the room, and only comes to you when 
you begin shuffling your feet. "Who are you 
and why have you come? " he asks. 



After proving once again their knowledge of 
the situation, Boniface continues. 

"It's true I've been with many women, but 
none were finer than labidia. She would 
have spoiled me forever - it s why I had to 
flee. Too many fish in the sea! Anyway, she s 
the captive of that rogue wizard Cyriacus. 
Here is the deal: I'm pledging my lucky 
Ukulele and 500 gold to the men who can 
bring back the voices of my student bards, 
and give my sweet nymph what she desires, " 
he says. A look of sadness crosses his face 
and the old bard sighs like a deflated bellows. 



A Sense Motive check, DC 18, will reveal that 
Boniface is not telling the whole story. More 
than anyone else at the convention, Boniface 
is quite sure that Labidia was not stolen by 
Cyriacus, but instead fled of her own will. He 
suspects that this is her way of punishing him, 
but will try to avoid bringing embarrassing 
himself and revealing that his past misdeeds 
were what led to this debacle. After all, the 
nymph made it a point to blind Boniface with 
her beauty before going - a farewell gift to the 
man who once scorned her for the company of 
mortal women. 

Boniface can describe the location of 
Cyriacus' castle, though the accuracy of the 
description is questionable. 



Conclusion: The players should gain 
some insight from Boniface, provided they 
ask the right questions. Some players may 
need to circulate around town a few times 
before they demonstrate to Daniel that they 
have the right stuff to be brought before 
Boniface. 

Once Boniface "hires" them, the High Bard 
will see to it that Daniel provides them 
with several 3 -man canoes, with oars, so 
that they can paddle up river according to 
Boniface's instruction. 

Boniface's Prize 

The high bard's pledged prize is his 
Ukulele of Terror, which has been in his 
possession for thirty years. 

Ukulele of Terror 

This small four-stringed guitar has several 
dancing skeletons inscribed upon its face. 
If played by someone with 4 or more ranks 
in Perform, the ukulele confers the 
SpellSong and Terrify abilities, both of 
which are treated as feats. For more 
information on SpellSong feats, refer to the 
Book of DOOM in this issue or the 
DNDOG Sourcebook. 

Part 2: Cyriacus 9 Castle 

Paddling through the swamps 

The characters will need to navigate the 
treacherous waterways leading to the 
wizard's castle first. Refer to the map and 
provide descriptions as the players make 
their decisions. Encounter A begins this 
section. 

This bog is full of dangers for characters, 
and the players must quickly decide a route 
through it. It will take the characters 4 
hours to reach the end of any waterway in 
the swamp, and then another 4 hours to 
wind their way back to point A on the map. 

Paddling is tiring work - after 8 hours of 
paddling, characters must make a Fortitude 
save, DC 14, or become Fatigued. Every 
hour afterwards, the save increases by one 



Cyriacus lives about 15 miles upriver. You '11 
want to turn into the first main tributary 
where the land becomes swampy. Paddle up 
through the bogs for another two miles or so 
and you '11 come to see a huge black structure. 
Good luck getting in there, though. The 
wizard never accepts guests, and will be even 
less likely to open his doors, knowing that he s 
made enemies of so many of the strong, 
strapping bards here at the convention. 



point. 

Moving through the swamp 

Characters move at l A their standard 
movement rate when trying to traverse the 
swamp, due to the choking reeds, deep mud, 
and areas of stagnant water. 

Anyone leaving the streams to sleep, hunt or 
otherwise traverse the marshes has a 30% 
chance of encountering a swamp creature. 
Use the Temperate Swamp encounter table 
and choose a creature appropriate for your 
party's level and current health. 

Sleeping in the swamp 

Characters that choose the wrong path will 
likely have to spend the night sleeping in the 
marshes, or in their boat. 

Incessant stinging flies and the evil stench of 
the place make it impossible to get a decent 
night's rest. Characters heal only Vz their 
normal HP if they spend the night in Cyriacus' 
Swamp. 



A. Three Streams 
Encounter: 

You paddle down the wide River Nene, 
propelled by the current. You can tell this 
is a river protected by a nymph - the 
overhanging trees on either bank have a 
wholesome feel, and the water is clear and 
musical. Soon, however, a rank, sulfur 
smell assaults your noses, and you see a 
darkening in the water ahead. Mud churns 
into the blue of the Nene from an evil 
looking river to the right. Slow and much 
narrower than the Nene, this muddy river is 
flanked on either side by skeletal trees 
hung with beards of lichen. Swamps fester 
beyond the black river, leading into a 
tangle of shallow tributaries. It must be the 
place that Boniface told you about: 
Cyriacus 'Swamp. 

As you turn from the pleasant Nene to 
paddle in earnest into the sludge pouring 
from the bogs, a murder of black, biting 
flies descends upon you, stinging and 



buzzing around your faces. After only a few 
minutes, the swamp waterway divides into 
three strangled rivers, each as foul as the 
next. You '11 need to choose which to hazard - 
and quickly, the flies seem to multiply as you 
slow your boats to decide. As you discuss the 
different routes, the baying of some huge 
creature, like the sound of thirty insane 
elephants, silences even the flies. 



Conclusion: If the characters stay in their 
boats, let them choose the middle, right or left 
waterway. The baying is that of the 
Catoblepas. 

A Knowledge (Arcana) cheeky DC 25, rightly 
identifies the call of a Catoblepas. 

A Knowledge (Nature) check, DC 22 reveals 
that the leftmost waterway might once have 
been cleared of a fallen tree, many years ago. 

A Perception check, DC 20 reveals a 
particularly foul odor in the waters of the 
middle stream. This is due to catoblepas 
musk. 

B. Giant Leech Pond 
Encounter: 

You wind your way up a stream overhung with 
stringy moss. Dead branches poke down from 
above, seeming to clutch at you and cling to 
cloaks and hoods. Crows stare down at you, 
croaking occasionally as you splash through 
the heavy water. You hope you won 't have to 
spend the night in this place. 

After several hours, the stream finally opens 
up into a long pond, covered in scum. The 
flies bite and swarm worse here in the open as 
you survey the green expanse of slime and 
reeds. 



Role-Playing: The characters may want to do 
a scope of the pond to discover if there are 
any outlets, which there are not. In doing so, 
they'll disturb a nest of giant leeches, which 
will attack the bottom of the boats, seeking to 
overturn them and cause the characters to 



enter the shallow (4') pond. 

Refer to the standard entry for Giant 
Leeches. There are ld3 in any given leech 
nest. 

Conclusion: The characters will find no 
way out of this pond, and must inevitably 
turn back, spending another four hours 
paddling back to point A again. 

C. Logjam 

Encounter: 

Every time your paddle enters the green, 
sludgy water of this stream, a dank air is 
released, making you gag more than once 
as you progress through the swamp. This 
waterway is choked with vegetation, 
causing you to use your paddles like staffs, 
knocking dead branches and logs out of the 
way. All the while, biting flies target your 
nostrils and eyes, buzzing and swarming 
about your heads, and making even the 
j oiliest among the group feel dour. After 
some time, you come upon a part of the 
stream choked with fallen branches. There 
is no way through, unless you carry or pull 
your boats through the slimy water and 
over the tangle of logs to the other side. 



Role-Playing: Characters should be 
unhappy about having to enter the water, and 
very cautious doing so. There are no 
creature dangers in this area, though you 
should emphasize the foul stench of the 
swamp. Anyone who swims or walks 
through the swamp water must make a 
Fortitude save, DC 14. Failure means the 
character contracts Slimy Doom. 

Slimy Doom 

Effect: ld4 Constitution damage, target 
must make a successive Fortitude save, DC 
14, once a day until cured. 
Cure: 2 consecutive saves 

Each boat can be muscled over or through 
the tangle of fallen branches with a 
Strength check, DC 22. The branches are 
heavy and and waterlogged, and will not be 



of a long neck, with short antlers webbed 
by moss and weeds. Its thick bullish body 
is covered in spines and thick skin. The air 
about it is foul with its musk -now you 
know the cause of the smell that s been 
assaulting you for the past several hours. 
With white, milky eyes it casts its baleful 
gaze upon you, roaring with a mouth full of 
brown and broken teeth. 



easily moved. A character ranging through 
the reedy marshes might quickly discover that 
the stream loops around nearby 

Conclusion: Shrewd players may come to 
suspect the correctness of this route, since the 
jam indicates that no one has travelled here in 
quite some time. Even a wizard must have 
visitors, or the occasional need to travel by 
boat from his castle, and this jam would 
prevent both. If the characters turn around at 
this point, they can return to Point A in only 2 
hours, instead of 4. 

Once past the logjam, continue on to the 
Catoblepas Pond. 

D. Catoblepas Pond 
Encounter: 

You come out into a wide pond, covered in lily 
pads. The croaking of frogs and buzzing of 
insects suddenly ceases as you paddle into the 
open water. If possible, the smell is worse 
here than ever. Logs and twisted black shapes 
jut from the water at odd angles, making it 
seem like a horde of undead giants are trying 
to reach up from the slime. 

Ask players to roll a Perception check. 

15: A small boat, black with age, has been 
dragged onto a distant shore. 

25: One of the black logs jutting from the 
water at the far end slowly sank back into the 
pond, causing barely a ripple. 

A Knowledge (Nature) check, DC 25, reveals 
the presence of a Catoblepas. 

As the party is investigating the boat, the 
Catoblepas will attack. If the party spotted it 
moving when they entered the pond, give 
them a +2 to initiative on the first round of 
combat. Read: 

Without any warning, a hideous creature 
lurches forward from the muck behind you. 
Its a creature with a boar-like head at the end 




This particular Catoblepas was created by 
Trogloditis, Cyriacus' mentor, long ago, 
and is of venerable age. Unlike dragons, 
Catoblepi don't age gracefully, and this 
creature is rather infirm. 

Use the Catoblepas entry in the monster 
guide, with the following changes: 

Aged Catoblepas 

AC: 23 
HP: 101 

Fort: +13; Ref: +6, Will: +8 
Speed: 30 




Melee 

Bite: +13 (2d8+3) 
Gore: +13 (2d8+3/19-20) 
2 Hooves: +11 (ld6+2) 

Though its breath weapon is still operational, 
this old Catoblepas can no longer muster the 
ability to trample its opponents. 

Role-Playing: The characters will want to 
investigate this pond, to find an outlet. They 
should discover the old boat in a bank of 
reeds to the south. The man was once the 
apprentice of Trogloditis, who escaped to be 
with his love. He never escaped the swamp. 

The boat contains the body of a human, 
clutching to his breast a small, weathered box. 
The iron box is locked, and quite rusted. 
The lock isn't of particularly fine quality, but 
its rusted condition makes picking it more 
difficult. Disable Device, DC 25, will open it. 

Inside is a gold locket, showing the visage of 
an elf maiden. Next to it is an ornate ring. 
Choose either a Ring of Protection, +3, or a 
Ring of Invisibility - whichever item best 
suits your campaign. 

Conclusion: There are no other outlets from 
the Catoblepas pond, and characters must 
retrace their route back to Area A. The trip 
back to the starting point will take 4 hours. 



E. Split in the river 
Encounter: 

High cattails rustle on each muddy bank, and 
grow thick directly before you. The wide 
stand of reeds splits the river to the left and 
right. Which way now? 



Conclusion: The characters have a simple 
choice here. A Knowledge (Nature) check, 
DC 75, will reveal whether the boats have 
paddled this way. 



F. Morlock Fisherman 
Encounter: 

You paddle out of the choking reeds and 
into a small pond. As you do so, movement 
catches your eye on the muddy banks, 
about a hundred feet to the right. A figure 
the size of a child disappears into the 
cattails and out of sight. There are four 
crude fishing poles propped up with rocks, 
their lines still spanning into the water, but 
the fishermen have fled. 



Perception check, DC 20 will reveal that 
there were a few others as well. 

The characters will find little of interest in 
this pond, beside the site, marked X on the 
map, where the Morlock fisherman had set 
their poles. Unlike the other ponds in the 
swamp, this one is relatively clean and 
scum-free. Fish can be seen swimming 
below the boat. 

If the characters get within 10' of the 
fishing area, 8 morlocks will attack. Feel 
free to modify the number of attackers, 
based on the strength of the party. 

Use the standard Morlock monster entry in 
the monster manual for this encounter. 
Each morlock has a spear which they can 
hurl for ld8+2 damage. 

Role-Playing: The morlocks are servants 
of Cyriacus, fishing for the wizard's dinner 
as they often do. They are adept in the 
swamp, and can travel at their standard 
movement rate (40') even through the 
reeds. 

Morlocks will not enter the water, and will 
flee back to Cyriacus' castle if pursued. 
Characters who pursue them overland can 
track them with a Survival check, DC 9. 

Conclusion: The characters can either 
track the morlocks back to Cyriacus 's 
castle, or leave this area by boat once again. 



G. Cyriacus' Castle - Outside 
Encounter: 



If the players make no obvious effort to 
conceal their approach, such as backpedaling 
and trying to hide in the reeds, the morlocks 
will spot them without difficulty A Stealth 
cheeky DC 20 is needed from someone in 
each boat to effectively hide. 

To scale one of the slick walls requires a 
Climb cheeky DC 24. 

Once spotted, the morlocks will go on the 
offensive, using a special horn that calls the 
Catoblepas. Read the following: 



Role-Playing: If the characters 
encountered the morlocks at area F, and left 
any to escape, the castle will be prepared 
for intruders. There are 20 standard 
morlocks inside, and 2 Chattering Jaws. 
ld6+3 morlocks will swarm down the 
walls to attack, along with one of the 
Chattering Jaws. The rest of the morlocks 
will wait until the Catoblepas comes, and 
then rain spears down upon the party as 
they fight the creature. 

It will take the Catoblepas three rounds to 
enter combat, though it will continue to 
roar as it approaches, alerting the party that 
something big is coming. If the characters 
happened to have already killed the beast, 
then the morlocks will cease fighting after 
five rounds, and will no longer join in the 
battle. They'll instead be looking to 
Cyriacus for orders, worried for their 
beloved Catoblepas guardian. 



Chattering Jaw, Morlock Leader 




Skin pale as a slug's belly, eyes huge and 
bulging, this thing crawls down the wall 
like a spider, but its shape is hideously 
humanoid. Its head is larger than others of 
its kind, and it clicks its jaw against its 
teeth, causing an unearthly chatter that 
shivers your skin. 

CR 4. As Morlock, except: 

AC 17, touch 16, flat-footed 13 

HP37(5dlO+6) 

Fort +4, Ref+10,Will +6 

Special attacks: Chattering 

SA: Chattering. A Chattering Jaw is a 

leader among morlocks, and has the ability 

to strike an irrational fear in the hearts of 

other intelligent beings with the sound of 

its clattering teeth. Anyone within earshot 

of a Chattering Jaw must make a Will save, 

DC 14, or be Frightened for ld4 rounds. 

Conclusion: This encounter should end in 
one of three ways: the party flees back into 
the swamp, they defeat the morlocks and 
catoblepas, or are themselves defeated. If 



You are unable to hide yourselves in time from 
the wary creatures on the castle. The ugly 
little creatures point and shake spears at you 
from above, and in a moment several begin 
climbing the mossy wall, insect-like, down 
toward you. From inside the castle, a horrid 
blast, like a wounded elephant, rends the air. 
There isn 't time to worry about what that 
might portend, as the creatures climbing the 
walls begin to make strange, chattering 
sounds with their teeth and jaws, shivering 
your skin and filling your minds with thoughts 
of escape. 



You push through another swarming stand of 
reeds expecting to see yet another endless 
expanse of cattails, but a grim, moss- 
drenched structure looms ahead of you 
instead. The wizard s keep at last! The inner 
structure is low, barely peeping about the 
thick, square wall guarding it. The wall, like 
the rest of the keep, is covered in slick lichen 
and moss, its crenels moldering from its long 
years in the swamp. Small, pale, humanoid 
creatures scurry on all fours between the 
crenels atop the wall, ever-vigilant. A half- 
sunken dock rots in the river in front of the 
castle, about twenty feet in front of a closed 
wooden drawbridge. The door appears to be 
the only way into the wizard s castle. 



either of the latter two events occurs, move on 
to the next part. If they flee, they will need to 
either engage in another battle, or find a 
different route into the castle. 

G. Cyriacus' Castle - Inside 
Encounter: 

A voice thin and whip-like suddenly cracks 
out over the swamps: "Who are you who are 
so brazen as to approach the stronghold of 
Cyriacus? No friend of the water nymph s is 
welcome here, unless he bears what is 
rightfully mine! " 



If the characters reveal they are not friends of 
Labidia, but are looking for her, or don't act 
overly threatening toward the wizard, 
Cyriacus will reply: 

"So you were not sent by the treacherous 
nymph? Very well, I will see that you are 
allowed inside. " A moment later the great 
door to the castle is lowered, and an ugly, 
gaping eyed creature motions you to follow 
him toward the innards of the rotting keep. 

Within the walls you find several buildings all 
leaning at different angles, slowly sinking into 
the wet soil of the swamp. The little creature 
shows you to the base of the largest of the 
stone buildings, a massive compound 
completely green with mold and moss. 

Inside you find a peat fire burning, and very 
soon you hear the uncertain footsteps of a 
man. Robed in red, a bearded figure emerges 
from a door, using a wooden stick to feel his 
way about. His eyes are clear but vacant. 
Blindly he feels his way to a leather chair 
before the hearth and then begins speaking. 
"She took my sight, she did. Me! The great 
Cyriacus! Shes a treacherous nymph, and 
has no love for men. Those fools at the Bard s 
Convention have no idea the demon they 
invited into their midst. No idea! " 



If the party is belligerent, Cyriacus will 
refuse to lower his drawbridge, and order 
his morlocks to keep them out. 

Role-Playing: Cyriacus is a powerful 
wizard, and an evil one at that. But he is 
also in dire need of help. As explained in 
Part 1 , Cyriacus was duped by the nymph 
into collecting the voices of 40 bards, and 
taking the blame for disrupting the Bard's 
Convention. She led the wizard to believe 
that he would win her favor for doing so, 
but after he returned to his castle with the 
bottled voices, she blinded him with her 
gaze, and stole both the voices, and his 
precious staff. Now blind, he cannot 
recover spells, and without his staff, he is 
only a shell of his former self. At this point 
he is desperate to retrieve his staff and 
sight, and will make almost any promise, 
within reason and the bounds of his 
alignment, to regain them. If he's able to 
do so, he might someday plot revenge on 
the nymph, but such plans are beyond his 
vision at this point. 

Cyriacus 

10th Level LE Conjurer 
AC: 15 
HP: 48 

STR: 11, DEX: 15, CON: 13, INT: 16, 
WIS: 10, CHA: 11 
Fort: +4, Ref: +5, Will: +7 
Cyriacus keeps a Ring of Protection +3, a 
Potion of Invisibility, and a Dagger of 
Venom on his person at all times. 

Being blind, Cyriacus will not seek to fight 
the party, but rather to convince them of his 
innocence, and coerce them to help him 
regain his staff and sight. 

Cyriacus is bitter and angry at himself for 
being the nymph's pawn. He offers the 
following advice and information to the 
characters: 




Before parlaying with the party, he will have 
imbibed a Potion of Undetectable Alignment. 



What caused the debacle in the first 
place. 



"Not only did she blind me, she stole the 
bottled voices of the bards, and my staff. I 
care nothing for the chattering fools, but 
my staff is precious to me. Convince her to 
give me back my sight, and return here 
with my staff, and I will make it worth your 
while. " 



"Labidia may be beautiful - indeed she s too 
beautiful for mortal eyes. But she s a menace 
to all men! She can beguile any man who 
looks upon her. The only one to ever escape 
her clutches is that fool, Boniface. He caused 
all of this, long ago when he scorned her love. 
Now we 're all paying for his idiocy! " 



The voices of the bards. 



Potion: The Wisdom of 40 Fools 
This potion holds two doses. Anyone 
drinking a dose receives a +10 bonus, split 
any way he wishes, to his Wisdom and 
Charisma scores, for 10 rounds. For example, 
a character might allocate +8 to his Wisdom, 
and +2 to his Charisma. 

If asked, he will willingly give the group this 
potion, seeking to be rid of it, regardless of 
what it cost him to acquire. 



Where to find Labidia. 

"The nymph lives downriver, in the 999 
islands. Hers is farthest up near the mouth of 
the Nene. It is the last of the large islands, 
before the river spills into the sea at the great 
Falls of Mist. " 



What Cyriacus wants, and what he'll pay 
for it. 



The wizard can offer various gifts, 
including a Sword of Subtlety, a Lion's 
Shield, a Wand of Cure Moderate Wounds 
(20 charges), any of the items he carries on 
him, and a host of wondrous items (there is 
a 30% chance he possesses any wondrous 
item costing 16,000gp and under). He 
won't willingly part with anything, but 
with proper role-playing and a suitably 
high Diplomacy roll, Cyriacus might be 
willing to equip the party with items from 
his holdings up front. He is also willing to 
pay each character up to 2,000gp, though 
they will need to return the staff before any 
money changes hands. 

Conclusion: Cyriacus and the characters 
should be able to come to some agreement 
that involves retrieving the wizard's staff. 
If the deal is made amicably, Cyriacus will 
provide the characters with dinner (swamp 
trout) and permit them to spend the night in 
his keep. No morlocks or any other servant 
of the wizard will harm the party so long as 
they stay to their rooms. 

Part 3: Labidia's Sanctuary 

This section has two main challenges: 
navigating a series of waterfalls and then 
overcoming the nymph. 

The River Nene - Back to 
Kingsbury 

Encounter: 

After making your way out of the wizard s 
swamp, you finally reach clearer waters 
and leave the choking cattails behind. The 
River Nene carries you quickly 
downstream, back in the direction of 



"She has the voices of the bards, not me. I 
was in possession of them just long enough to 
complete the spell she whispered in my ears: 
The Wisdom of 40 Fools. My master, 
Trogloditis - one of the greatest wizards of all 
time - used to say that true wisdom is knowing 
what not to say. And indeed, the essence of 
this spell has captured all that those fool 
bards could never say. I managed to bottle 
the essence of that wisdom in a potion. 
Anyone drinking it can be as wise and as 
eloquent of speech as the most skilled bard. 
Oh, how I dreamed of wooing her while under 
the effects of that potion. Now I would rather 
give it to my worst enemy than tickle her 
pointy ears with words of devotion. " 



Kingsbury. Already you can see banners 
strung in the trees for the convention, but no 
music fills the air as you drift past the village. 

If the characters wish to stop by Kingsbury 
once again to question Boniface, or stock up 
on equipment, allow them to do so now. 
There is a seller of potions who has a stall at 
the convention and is eager for business. Use 
your own discretion regarding the vendor's 
selection. If they inquire about Labidia's 
whereabouts, use the text from Where to find 
Labidia found in Encounter G of Part Two. 

Conclusion: When the characters are ready 
to move on, proceed to the next encounter. 

White Water! 
Encounter: Ask the players to state which 
canoe their in, if there is more than one, and 
which position in the canoe they're sitting 
(first, second or third). 



Characters must navigate the treacherous 
rapids or risk being dashed upon the rocks. 

There must be at least two characters in each 
canoe at a time. The character sitting in front 
must assume the role of watching for rocks 
and guiding the canoe. Have this character 
roll a Perception check. If the roll amounts 
to less than 10, the canoe strikes upon a 
hidden boulder and begins to take on water, 
sinking in ld6 rounds. If the roll amounts to 
20 or more, it indicates an easier route, and all 
characters in the canoe get a +2 bonus to their 



Ride check. 

All characters must roll Ride checks, DC 
12. Failure means the character loses his 
seat and is launched into the churning 
water. The character suffers 2d6 hp 
damage from being dashed upon the stones 
as she tumbles over the deadly cataracts. 

If all characters fall from the canoes, the 
vessels are dashed upon the rocks and 
thoroughly unusable afterward. There is a 
75% chance that any item stored within is 
permanently lost. 

Overboard characters might be saved by a 
rope or other means, though it is 
impossible to steer the canoe to a swimmer 
while navigating the rapids. 

Conclusion: You may repeat this 
encounter as many times as you like, to 
stress the violent cataracts of the Nene, 
though for most groups, once may be 
enough. 

A pproach to Labidia's Isle 
Encounter: 

The white water lasts for about half of a 
mile before dumping you into a broad 
expanse of glistening water flowing 
between countless small islands. Thick, 
uninhabited forests line both banks as the 
current flows ever toward the great Falls 
and the sea beyond them. This is truly a 
no-man s land of unexplored islands and 
treacherous waters. An elk with at least 
twenty points to his antlers gazes at you 
from one of the larger islands, munching 
on watergrasses growing in the shallows. 
The nymph s delta is an area of fertility and 
abundance - the picturesque islands 
dotting the river would provide the perfect 
place for a rest, if it wasn 't for the serious 
matter before you. Which island is hers, 
though? 

Role-Playing: The characters should have 
had the foresight to inquire either with 



With Kingsbury behind you, you continue 
down the Nene, riding its steady current 
southward. After some time, the river begins 
to step down in a series of hydrolics, tiny 
slopes of water playing over half-submerged 
boulders. Suddenly the pitch of the land 
drops as the river cuts deep into the hills. The 
tiny cataracts grow in size to thundering falls, 
funneling water between sharp rocks and 
steep drops. White water flies in your faces as 
you paddle desperately to avoid the might of 
the crashing river. There is no way to the 
Falls of Mist except to ride out the rapids. 



Cyriacus or Boniface about Labidia's 
whereabouts. The local animals may also 
provide direction, since she is known to all 
the wildlife on the river. 

Conclusion: Let the players try and recollect 
what they've heard about Labidia's island. If 
they aren't sure which island is hers, proceed 
to The Falls of Mist. If they have a clear idea, 
proceed to Labidia's Island. 

The Falls of Mist 

Encounter: 

Islands great and small drift past you as you 
paddle down the river Soon the thunder of 
falling water meets your ears. Once again the 
land pitches downward through a series of 
small waterfalls. As you navigate another, 
you realize that the Falls of Mist are fast 
approaching, and beyond them - the Sea. 
One last, large island is all that remains 
before your canoes are carried to the end of 
the River Nene. 

Role-Playing: The characters will need to 
stop at this last island or else be carried over 
the falls. Lucky for them, this is Labidia's 
Island. 

A combined Strength check of 20 is required 
for each boat to reach the island. 

Conclusion: Proceed to the next encounter. 
Labidia's Island 

Encounter: 

Not far ahead the sky opens out before you, 
providing a dazzling window looking out over 
the sea below. The Falls of Mist roar in the 
distance - the endpoint of the River Nene. 
This last island, covered in willows and 
carved by small waterfalls, perches between 
two fast-flowing arms of the river as it gives 
itself to gravity and meets the sea. The place 
is gorgeous - overhung with majestic trees, 
moss-green rocks, and a constant rainbow 
that shimmers overhead in the mist of the 
nearby falls. Statuary lines a pleasant walk 



leading beneath a shaggy canopy, farther 
into this island on the brink of the great 
falls. 

You step into the muddy banks, looking up 
at the ancient, moss-shrouded statues, but 
have no time to wonder at the otherworldly 
beauty of the island. A voice like a clear 
bell ringing in your heart calls out over the 
sound of the falls: "No men are allowed in 
this place! State your business, or I will 
send you over the falls, where you and all 
your kind belong! " 

Labidia is hiding in a nearby pool, and if 
asked you can point out the direction her 
voice came from. Feel free to show the 
players the Sanctuary Map. The characters 
should make mention of the staff and the 
voices of the bards. 

The statues are all men, and most of them 
are in heroic stances. For many years, 
Labidia indulged in luring men to her 
island, allowing them to strut before her as 
she loosed her basilisk on them. She and 
the creature have an old bond: she provides 
it with a wilderness of islands where it can 
swim and hunt. . . and eat the occasional 
suitor who comes seeking Labida. It 
provides her with an easy way to dispose of 
suitors. 

Role-Playing: The players should reveal 
that they have come to retrieve the voices 
of the bards, and Cyriacus' staff. Labidia 
has no wish to entertain them; at any rate is 
not one to fight openly. She'll let the 
basilisk on the island do the job for her. 

A figure from your wildest fantasies rises 
up out of the pool before you, dripping wet 
and glistening in the sunlight. Delectable 
in every way, the nymph s body calls to 
yours, and you can feel your pulse race in 
expectation. But when she frowns, your 
heart falls to your boots. Labidia has no 
smiles for you, flirty postures, winks, or 
entreaties. She seats herself on a rock, 



long legs stretched out before her, and lets her 
hair fall over her face. The long weariness of 
the immortal ones shows clearly upon her 
perfect features. "You come on a noble 
errand, but I am so tired of noble men. 
Noble, baseborn; wise, stupid; brave or 
cowardly, you are all foolswhen it comes to 
love, and blind to what a lady truly desires. 
But come you have seeking me, as they all do, 
in the end. So be it! Ill give you what you 
like, but you must first prove yourselves to me 
first, with three tests. If you fail, you must 
leave my island for good, never to return! " 

If asked about her relationship with Boniface: 

"He is the biggest fool of all. Long ago he 
thought he could treat me like any other 
woman. But he has learned that is not so. 
And now he '11 never look upon another 
woman - or anything else - ever again! " 



If asked about Cyriacus: 

"Another fool of a man. It doesn 't matter if 
hesa farmer or a wizard, all men can be 



duped by the vaguest of promises. Cyriacus 
thought he could make me his, just like 
Boniface once did. But he was mine all 
along. And I've thanked him for his service: 
he '11 never have to sully his eyes with the form 
of an inferior woman, ever again. My face is 
burned in his memory - never to be 
replaced! " 



Conclusion: The group will need to inquire 
what the first trial entails. She will not 
bargain with the party, nor will she fight them. 
If the threaten her, she'll retreat into her pool 
and will only come out if one of the characters 
passes a Diplomacy check, DC 30. If not, the 
basilisk will roam the island by night, 
attacking the characters after the sun sets. 

"The first trial is a test of bravery. " Here she 
adopts a frightened tone, "There s a big, scary 
dragon with too many legs on the other side of 
this island. Slay it for me, and fetch me its 
eyes. " 

Labidia will not give any other details about 
what awaits the party. They should proceed to 
the trail leading around the island, heading 
toward the basilisk's cave. 

The First Trial 

Encounter: 

You wind your way through muddy areas and 
up several cascades, looking for the dragon s 
cave. It isn 't long before you find what you 
seek. Nestled behind a small waterfall is a 
dark opening beneath a shelf of rock. The 
cave is perched about 10' above a shallow 
pool full of oddly shaped stones. 

A Perception check, DC 15 will reveal 
several broken statues lying in pieces in the 
shallow pool. 

The creature sleeping inside is a Basilisk. 
Refer to the Bestiary for stats and feel free to 
improve it as suits the strength of your party. 
The basilisk is currently asleep in the rear of 
its cave. The cave has a small waterfall at its 
opening, and is dark inside. There are three 



standing statues against various walls, and 
many broken statues on the floor. Ask 
players to roll a Stealth check. Any roll 
below 15 wakes the basilisk. 

Conclusion: If the party searches the 
creature's cave, they'll find ld4 minor 
wondrous items, a medium wand, and any 
item, weapon or piece of armor the DM 
feels is appropriate. 

The Second Trial 

Encounter: 

The perfect face of the nymph is frowning 
in disappointment as you approach her 
little pool. "You 've... killed it? Fine, you 
are courageous warriors. Any group of 
dimwits can overcome a beast in battle. " 



Role-Playing: Labidia will not offer any 
hints, but if the players are stumped, they 
may roll a Wisdom check for sudden 
insight. 

DC 20: The nymph is tired of men trying 
to woo her. The answer must be related to 
the process of wooing, and the domain of 
the High Bard Boniface. 

DC 30: Do not take parents to mean 
strictly two individuals; there could be 
many more... equal to an amount that is 
two times unlucky. 

The answer is, of course, "Words", 
"Speech", or "A word" are also 



Here she pauses for a moment. It seems 
she didn 't think you would get this far, and 
has not prepared a second task. After some 
time, however, she says, "I've tested your 
strength- now to test your knowledge, with 
a riddle. " Standing up to dazzle you with 
the image of her long legs and perfect 
figure, she says: 

"Though my parents are doubly unlucky, 
their children number in the millions. I am 
the vessel of deceit and the diamond lance 

of truth, but before the face of love, I am 
worthless. What am I? " 



acceptable. 

Conclusion: If the characters guess the right 
answer, go on to the final challenge. If they 
guess incorrectly, read the following: 

"Idiots. Have men lost all wit the gods 
have seen fit to give? The answer is Words. 

I thought that was painfully easy. Well, I'll 
give you one more chance to redeem 
yourself. " 

Add a +5 penalty to the Perform or 
Diplomacy DC of the final challenge. 

The Final Challenge: Wooing the Nymph 
Encounter: 

Labidia disappears for a moment, back into 
her pool, only to return grasping the long 
wizard s staff with one hand, and cupping a 
small sack in the other. The nymph has a coy 
look about her. She sighs a midnight breeze 
and then gives a shake of her head. "I don 't 
care if you 're smart, or strong, or brave. 
Anybody can be those things. I want 
something different. I want you to tell me 
what you love... about me." Her perfect 
almond eyes narrow. "And it better be good. 
If you don 't do it right, you can kiss you 're 
your precious rod and sack goodbye. " She 
withdraws into her pool slightly, waiting 
patiently for someone to speak. 

Refusing to Woo 

If the players refuse the nymph's final 
challenge, Labidia will use her blinding attack 
against the party. DC 21 Fortitude save or be 
blinded permanently. She will then dimension 
door to another island to escape any threat of 
violence by the party, taking the staff and sack 
with the potion of voices with her. 

Yes to Wooing 

If they agree, it is up to them to make up some 
kind of description of the nymph to present to 
her. They can take as long as they like - 
encourage the players to get creative. Let 
them know up front that circumstance 
bonuses will be added for extra effort. Poetry, 
double entendre, song, humor and any other 



flourish put forth should be generously 
rewarded by the DM. The DC for this 
challenge is 27. When they're ready, allow 
one member of the group to roll either a 
perform or diplomacy check. If the 
characters were given The Wisdom of 40 
Fools potion from Cyriacus, now would be 
a good time to make use of it. 

If the characters pass the test, read: 

The water nymph stares coldly at you for 
several long moments, before a small smile 
kindles on her lips, and makes you 
remember the beauty of the world. Labidia 
strides up before you, dropping the staff 
and sack with the potion of voices within. 
"Well enough, " she purrs. "But now I'm 
tired of you... and I'm through with 
mortals for a while. Maybe 500 years 
would be long enough for me to rekindle 
my interest. Until then, spread the word: 
no men should come to visit this isle 
again. " With that, she strides over to the 
waterfall and leaps forward, disappearing 
in a flash of mist and light. 

Role-Playing: Labidia is tired of 
interlopers, and hopes that by giving back 
the staff and voices, that men will finally 
leave her alone. 

Conclusion: The nymph is not interested 
in parlaying with the group. She will not 
return to the island for several days. 

Last Chance: Retrieving Labidia's 
Comb 

In the event that the party fails at wooing, 
the nymph takes some measure of pity on 
them. Actually, she has a moment of 
insight, and realizes that she will never be 
left alone until the bards are given their 
voices back. So she arranges one final 
test. 

Alternatively, if you want to give your 
party one more challenge, you can create 
some reason for them to retrieve the comb. 

Encounter: 



"You are truly hopeless. Ugg, what awful 
luck I have, that ogres in the guise of men 
tread the sacred ground that is my home. So 
be it. I'll give you one final chance to redeem 
yourselves. It is said that only one a princely 
blood can leap from the Falls of Mist and 
survive. I hope one of you is an ogre-prince, 
because I dropped my golden comb while 
sitting on the edge of the falls some time ago. 
I want you to return it tome... today. I wish 
to see the sun shine upon it once more before 
shade covers my pool. " Judging from the 
sun s position, that gives you less than two 
hours to descend a 200 ' waterfall, find the 
comb, and climb back up again. 



The Fall 

The party can approach this several ways: Fly 
or Featherfall are the easiest, though Labidia 
will scowl at the use of magic. Jumping is 
another possibility. Anyone leaping off the 
falls must make an Acrobatics or Swim check, 
DC 30. Success means they make a perfect 
dive and suffer no damage. Failure means 
they sustain 10d6 points of falling damage. 

The Comb 

The comb glitters on a pile of rocks at the foot 
of the sea, near to where the falls crash down 
into the water. A Perception check, DC 15 
reveals the comb. 

The Creatures 

Finding the comb may be easy enough, but the 
area is guarded by a pack of Harpies. They 
spotted the comb when it fell, but, wicked 
creatures that they are, they left it where it lay, 
knowing that soon enough the nymph who 
lives above them would send someone down 
to fetch it. 



Use the standard Harpy statistics for this 
encounter. 

The Climb 

Climbing the 200' wall back to Labidia 
could take a day in itself if the party is 
unlucky or possesses no magic. If all goes 
well, the climb takes about an hour. 

Any character attempting to climb the steep 
cliffs next to the falls must roll three Climb 
checks, DC 25. A successful roll means 
they climb a given stage with no mishaps. 
Failure of any check has the following 
effects: 

Roll of 12 or less: Character falls thirty 
feet, suffering 3d6 damage and adding 30 
minutes to his climb time. 

Roll of 13-24: Character slips ten feet, 
suffering ld6 damage and adding 15 
minutes to his climb time. 

Remember, the character only has two 
hours, and any delays are in addition to the 
one hour baseline climbing time. 

Role-Playing: Labidia will retreat to her 
pool while her comb is being retrieved. 

Conclusion: Regardless if the characters 
succeed in time, Labidia will want her 
comb back. 

Labidia happily takes her ornate comb 
back and sits on the bank of her pond. The 
sight of the nymph combing her hair in the 
sunlight with her golden comb is nothing 
short of radiant. 



As you reach the comb, a sound like a belch 
and a scream thunders over the crash of the 
falls. Looking up you see a pair of huge birds 
take flight from a wide ledge about half-way 
up the falls. In a moment you realize these are 
no birds - with the heads and bodies of 
feathered women, and the tattered wings of 
some bird of prey, they shriek with hungry 
pleasure, hurtling down upon you with talons 
and teeth. 



After she's finished combing, read the 
description provided in the Yes to Wooing 
section, where Labidia finally gives the 
staff and sack to the characters. 

Adventure Wrap Up 

The group can make its way back to 
Kingsbury and Cyriacus to receive their 
respective payment. The characters will 
find that Labidia has lifted her blindness 



spell from Cyriacus and Boniface. When he 
receives his staff back, the wizard is willing 
enough to extend an offer of friendship to the 
party. Though a lawful evil wizard, Cyriacus 
recognizes the importance of having allies 
outside the swamp. 

Boniface will gladly receive the characters 



and take back the voices. With many 
cheers and toasts to the party, the high bard 
will uncork the bottle and allow the 40 
young bards to regain their speech, 
bequeathing the monies promised, and the 
Ukulele of Terror to the Heroes of the 84th 
Annual Bard's Convention. 




4e Remix 

The Wisdom of 40 Fools 
conversion by Silent Tiger & hvg3akaek 




The 4e conversion is meant to allow 4e DMs 
to use this adventure with little additional 
work on their part. Each skill or important 
rules section of The Wisdom of 40 Fools has 
been translated into 4e mechanics, appearing 
below in the order they appear in the 
adventure itself 

Suggested Party: 5 characters at level 6. 

Parti 

Secrets 

The Diplomacy check can use either 
Diplomacy or Streetwise. 

After the Secrets Table, under the Role- 
Playing section, use Detect Magic as per the 
Arcana skill. For the rest, the DM can reward 
players for their interesting ideas. 

Water Nymphs 

Replace Knowledge check with Nature. 

Gorilla's Test of Strength 

Replace Strength check with Athletics. 

Gorilla 

Either create a skill challenge - possibly the 
best of three moderate DC Athletics or use the 
following stats if full combat is desired. 



Gorilla Level 8 Brute 

Medium Human Brawler 350 XP 
HP 106 ; Bloodied 53 
Initiative +6 ; Speed 6 
AC 20 ; Fort 22 ; Ref 18 ; Will 16 
Perception +3 ; Normal Vision 

Traits 

Stand Firm: Gorilla has learnt a trick or 
two from wrestling with dwarves over the 
years. When affected by forced movement, 
Gorilla moves one square less than normal. 

Standard Actions 

Heavy Thump (Weapon, Unarmed) 
At-Will • Basic Attack 
Melee 1 , One Creature 
Attack: +9 vs AC 

Hit: 2d8+12 damage and the target is 
pushed 1 square. 

Grab Hold (Weapon, Unarmed) 
At-Will 

Melee 1 , One Creature 
Attack: +9 vs AC 

Hit: 2d8+7 damage, and the target is 
grabbed. Grabbed targets take a -2 penalty 
to escape Gorilla's grip, and are restrained 
whilst grabbed. 



Throwdown (Weapon, Unarmed) 
Recharge 5+ 

Melee 1 • one creature grabbed by Gorilla 
I Attack: +9 vs Fort 

! Hit: 3d8+12 damage, the target is pushed 1 
square and knocked prone. 

Triggered Actions 

Shifting Boulder 
Recharge 6+ 

Trigger: An opponent makes an attack against 
Gorilla with Combat Advantage. 
Effect (immediate interrupt): Gorilla shifts 
: one square away from the opponent. 

Skills: Athletics +14, Endurance +12, 
Intimidate +8 

Str 20 (+9) Dex 14 (+6) Wis 8 (+3) 
Con 16 (+7) Int 12 (+5) Cha 8 (+3) 

Alignment: Unaligned 
Languages: Common, Dwarven 

[ 

The Three Legged Drake Inn 

Replace the Perform check for Danial with 
Acrobatics or Athletics. 

Boniface 

Replace the Sense Motive check with Insight. 

Part 2 

Paddling Through the Swamps 

Replace Fortitude check with either 
Endurance check or a skill challenge 
(Nature/Endurance/ Athletics/Perception). 

Sleeping in the Swamp 

Characters loose (1) healing surge cumulative 
every night they spend in Cyraicus' Swamp. 
These surges can only be recovered by a 
proper night's rest, outside of the swamp. 

Three Streams 

Dungeoneering check DC20 rightly identifies 
the call of a Catoblepas. Nature check DC 16 
reveals that the leftmost waterway might once 



have been cleared of a fallen tree. 
Perception check DC 16 reveals a 
particularly foul odor in the waters of the 
middle stream due to Catoblepas musk. 

Logjam 

Trap (Poisonous Swampwater) +4 vs 
Fortitude or contract Slimy Doom. 

Catoblepas Pond 

Replace the Knowledge (Nature) check can 
use either Nature or Dungeoneering. 

Catoblepas Harbringer 

Monster Manual 3 (pg27) 
Play as written, not with the infirmities 
listed in the adventure (though use them 
descriptively if you wish). 



Replace the Disable Device check with 
Thievery (or Athletics to break it) DC 16 
and have it yield Treasure Parcel 2. 

Split in the River 

Nature check DC 15 to reveal direction. 

Morlock Fisherman 

Perception 20 that there were others. 
Morlocks are L6-L8 Troglodyte Impaler & 
Maulers; L8-10 = Marrrowmaw Impaler & 
Mauler (PI KotTW); or Troglodytes 
Savage & Deepscourge. 

Replace Survival check with Nature or 
Perception check to track. 

Gyrigus 1 Castle - Outside 

Replace Climb check with Athletics DC 20 
(uneven/slick). 

Replace Chattering Jaw with Kasszt or 
Blightborn Troglodyte. 

Gyrigus 1 Castle - Inside 

Possible Bluff check opposed by Cyriacus' 
Insight check. Also, ignore things in 
regards to alignment. 



Potion - The Wisdom of 40 Fools 

Replace potions abilities with the following: 
Players gain a +2 bonus to any rolls based off 
Wisdom or Charisma, for one encounter. 

What Cyriacus Wants, and What He'll Pay 
For It 

Replace items received with the following: 
Magic Item L7-L13 (see below for an item) 
and also 2,000 GP. 



The Second Trial 

Replace Wisdom check with Insight. 

If the players get the answer wrong, add a 
+5 penalty to the Acrobatics/ Athletics or 
Diplomacy DC of the final challenge. 

Refusing to Woo 

Replace Fortitude check with Endurance 
check. 



Ukulele of Terror 

Level 9 Uncommon 

This small four-stringed guitar has several 
dancing skeletons inscribed upon its face. 
Wondrous Item 4,200gp 

Enhancement Bonus: Attack rolls and damage 
rolls. 

Property: Bards can use this item as an 
implement for bard powers and bard paragon 
path powers. As an implement, it grants a +2 
enhancement bonus to attack rolls and 
damage rolls, and it deals 2d6 extra damage 
on a critical hit. 

Property: You gain a +2 bonus to all Arcana 
checks. 

Power (At-Will, Free Action) 

When you use your Majestic Word, you can 

slide one enemy adjacent to the target one 

square. 

Power (Daily, Free Action) 

You may reroll an Arcana check before you 

learn the result of the roll. 



Part 3 

White Water 

Perception check will give all characters a 
bonus to their Acrobatics skill. Replace Ride 
check with Acrobatics check to stay in canoes. 

The Falls of Mists 

Replace Strength check with Athletics. 



Yes to Wooing 

Replace Perform check with skill challenge 
(Acrobatics/ Athletics) or use Diplomacy. 

The Fall 

Replace Acrobatics or Swim check with 
Athletics. 



The Climb 

Replace Climb check with Athletics 
(uneven/slick). 
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We here at Explosive Runes figured that you 
would like to know more about the characters 
you are reading about. So here they are, 
followed by your regularly scheduled comic 
strips. Enjoy! 

Name: Allistar Collins worth 
Race: Human 
Class: Wizard 

Gender: Male Ar 
Personality: Allistar is an intellectual through 
and through. He believes in logic and 
reasoning. He is somewhat stuck up. His 
weapon of choice is magic. 

Name: Eibor Valiant'Hammer 
Race: Dwarf 
Class: Paladin 
Gender: Male 
Personality: Eibor comes from a long line of 
devote Paladins. He up holds the standards of 
his family in the highest degree. He is, by far, 
the most up tight of the guards. In other words 
he is a typical Paladin. His weapon of choose 
is a maul. 

Name: Eleanora Atwood 
Class: Cleric 
Race: Elf 
Gender: Female 
Personality: Eleanora is a cleric of all female 
and extremely militant religious order. Her 
motto is "If violence isn 'tyour last option you 
failed to use enough of it. " Her weapon of 
choice is a longsword. 

Name: The Chief 
Gender: Male 
Race: Gnome 
Gender: Male 
Personality: Very executive. His weapon of 
choice is paperwork. 







Name: Roslyn Morroth 
Class: Ranger 
Race: Halfling 
Gender: Female 
Personality: Roslyn is a happy go lucky 
prankster, but when work needs to be done 
she is all business. Her weapon of choice 
is a crossbow. 

Name: Stanza 
Race: Warforged 
Class: Bard 
Gender: Undecided 
Personality: Stanza is a happy go luckily 
bard with one problem. Most of his kind 
finds it very easy to pick their gender, but it 
has been hard for Stanza personally. So 
hard, in fact, that the Warforged hasn't 
made up its mind. Stanza will from time to 
time switch back and forth between 
genders. It also showcases its gender by 
wearing elaborate outfits dresses and wigs 
for female moments and manly hat, boots, 
and capes for male moments. Stanza's Bard 
speciality is spoken word poetry and his 
weapon of choice is a whip. 

Name: Ulf Raging Axe 
Race: Half-ore 
Class: Barbarian 
Gender: Male 
Personality: Ulf is a very proud half-ore, 
so much so, that he refuses to admit he can 
not read or write. He doesn't wear armor, 
cause armor is for sissies according to him. 
His weapon of choice is a great axe. 
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